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REALMS OF ARKANIA, 
VOL. 1 


Blade of Destiny, from the ‘Realms of 
Arkania’ world is based on Germany’s 
most successful role-playing series and 
has a myriad of features that make this 
RPG one massive challenge. 

Over 400 hours of gameplay. 

Stunning graphics. 


@ 2 levels of difficulty, which really do 
cater for both novice and expert RPG 
gamers alike. 

@ 12 different races, inhabiting over 50 


towns and villages. 


Available on: 

Amiga, PC & Compatibles 

(VGA - 640k min memory. Hard Drive, 
High Density. Supports AdLib™ and 


SoundBlaster). 


¥$ Delphine 


EXPERIENCE A 
MILESTONE IN ARCADE 
ADVENTURE 

Fast moving action and adventure feature 
in this unique combination of graphics, 
animation and music. Produced by 
Delphine Software, one of Europe's most 
respected development houses. 
Flashback breaks new ground in computer 
games excitement and intrigue. 
Astonishingly lifelike character animation 
is achieved by the innovative application 
of Rotoscoping-a technique first 
developed by the film industry to animate 
cartoons. Actors are filmed performing all 
of the movements to be featured in the 
game and stills from these sequences are 
used to recreate the movements on 


screen. 
Available on: 


Amiga and PC & Compatibles 

(VGA- 550k min memory. Hard Drive, 
High Density. Supports AdLib™ and 
SoundBlaster. Hard Drive requires 8Mb of 
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ROLE-PLAYING FANTASY 
AT ITS MOST REAL... 


Legends of Valour - The Dawning, gives 
you the freedom to make your own 
choices, move around, and create your 
own lifestyle and career path in the rich 
and detailed town of Mitteldorf. Travel at 
will above the ground or in the miles of 
underground caves, tunnels and sewers. 
It's your life to make of it what you will! 
@ Smooth scrolling, texture mapped 3-D 
viewpoint. 
@ Autocombat facility. 
@ Novice mode for beginners. 
@ From the creator of the award-winning 
‘Corporation’. 
"Probably one of the most talked about 
games by Magazine reviewers this year." 
Available on: 
Atari ST, Amiga and PC & Compatibles 
(VGA,MCGA, minimum memory 640k, 
High Density Disk Drive required. 
Supports AdLib™, SoundBlaster and 
Roland Sound Cards). 
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THE WORLD'S LEADING 
WORD GAME. 


Whether you’re a wizard with words or you \ 


spell Xylophone with a Z, you'll love this 
magical piece of programming from 

U.S. Gold. Scrabble for your screen. 
Challenge up to 3 friends or take on the 
might of the computer solo. 

12 skill levels to test seasoned pro's or 
first timers alike. 

Contains every single page of the 
Chambers Official Scrabble Dictionary - 
over 134,000 words! 

Print out facility to retain final board layout. 
Computer Scrabble - for those who enjoy ° 


a night on the tiles. 


Available on: 

Atari ST, Amiga and PC & Compatibles 
(EGA, VGA, minimum memory required 
640k. Supports AdLib™ and 


SoundBlaster). 
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NEW GENERATION 
COMBAT SIMULATOR 






Climb into the cockpit of an 


X-Wing Starfighter and battle for freedom. 





The galaxy is being plundered by the Dark 


Side, and you are desperately needed by 





the Rebel Alliance. Take the controls of 
the X-Wing Starfighter - now! Experience 
the incredible realism of polygon. graphics 
and bit-mapped special effects as you fly 
against deadly TIE Fighters and menacing 
Star Destroyers. Be swept along by the 
interactive musical score and digitized 
Star Wars movie sound effects. At last, a 
new generation of space combat 
technology to challenge the evil Empire. 
Destroy the Emperor's ultimate weapon 
and end his tyranny. 

Available on: 

PC & Compatibles (MCGA, VGA, 
minimum memory required 640k and 

High Density Disk Drive required. 
Supports AdLib™ SoundBlaster, ProAudio 
Spectrum and Roland. Dos 3.1 or higher). 
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ONLY ONE MAN CAN 
HANDLE THIS MUCH 
ACTION & ADVENTURE 


U.S. Gold and LucasArts Games present 





two thrilling versions of this feature game 
to test your nerve and brainpower - Indy 
and the Fate of Atlantis. Adventure and 
Action. The Action game dishes out all the 
excitement you can handle in a breathless 
race against evil. 

The Graphic Adventure game tests your 
grey matter with some of the toughest 
puzzles yet. 

Individually, they're the hottest property 
this side of Atlantis. Together, they're the 


ultimate Indy Experience. 


Action & Adventure Available on: 
Amiga and PC & Compatibles (EGA, VGA, 
MCGA, 640k required. Hard Drive, 

High Density. Supports AdLib™, 
SoundBlaster and Roland Sound Cards). 
Action only. 

Atari STpAmstrad (128k only) & C64 
cassette & disk, Spectrum (128k only) 


cassette. 






think you can handle something 
heavier than a lightweight computer game. A 
Pick up some serious software that's solid , 
Gold. U.S. Gold, that is. 

But be warned. Sparks will fly as you clash 
with one of the superbly crafted games in our 
hefty range. 

Whether its Role-Playing, Word Games, 
Simulation, Adventure, Sports and Action you 
go for, you'll need real mental muscle to 
snatch the ultimate victory. 

So grab a piece of the thinking person's 
action with U.S. Gold. 


And get some Heavy Metal. 
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HINTS TIPS "N" HELP CALL THE GOLD PHONE 


SPELLJAMMER ™ + EYE OF THE BEHOLDER Ii! «VEIL OF DARKNESS + DARK SUN « EYE OF THE BEHOLDER - LEGEND 





OF DARKMOON (EYE OF THE BEHOLDER II) » DRAGONS OF FLAME * HEROES OF THE LANCE TEL: 0839 654 139 
OPERATION STEALTH » ANOTHER WORLD * FLASHBACK » CRUISE FOR A CORPSE TEL: 0839 654 284 
LUCASARTS HELPLINE * LeCHUCK'S REVENGE (MONKEY ISLAND 2) « INDIANA JONES (LAST CRUSADE & FATE OF 
ATLANTIS) + ZAK McKRACKEN * MANIAC MANSION » LOOM » THE SECRET OF MONKEY ISLAND + X-WING 
TEL: 0839 654 123 INFORMATION LINE: 0839 654 124 - LEGENDS OF VALOUR TEL: 0839 993 366 - ACCESS 


HELPLINE: AMAZON TEL: 0839 654 394 + SIR-TECH HELPLINE: CRUSADERS OF THE DARK SAVANT TEL: 0839 994 477 


Service provided by U.S. GOLD Ltd., UNITS 2/3 HOLFORD WAY, HOLFORD, BIRMINGHAM B6 7AX. If you are under 18 please get permission 
to use the telephone. Calls cost 36p per minute cheap rate, 48p per minute all other times. Prices correct at time of going to press. 
(May 1993). If in any doubt contact U.S. Gold Customer Services for full details of current charges and contents. 


Technical support Hotline 0902-640027 (Mon-Fri) 


SCREEN SHOTS ARE ONLY INTENDED TO BE ILLUSTRATIVE OF THE GAMEPLAY AND NOT THE SCREEN GRAPHICS WHICH MAY VARY 
CONSIDERABLY BETWEEN DIFFERENT FORMATS IN QUALITY AND APPEARANCE AND ARE SUBJECT TO THE COMPUTERS SPECIFICATIONS 
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8 BOOT SECTOR 


| could tell you loads of things disclosed here is sooo hot I've burnt 
about Boot Sector but it's only a my eyebrows just thinking about it. 
few pages that-a-way so why not Ouch. 


see for yourself. 

27 RAW DEAL 
13 NEWS What with Last Action Hero recent- 
By definition, news means "tidings, ly announced, we decided to take a 
new information, fresh events look at how Arnie has been immor- 
reported" and there's not alot more _ talised in his previous Amiga out- 
you Can Say, really. ings. 


18 WIN SOME GAMES 
OF QUASAR! 


Yes, win some games of Quasar in 
this amazing Psygnosis compo. 
You'll even have the chance to play 
against us, and we're really hard. 


20 LETTERS 


Letters means "any of the symbols 
of which written words are 
composed" which aptly sums this 
part of the mag up. 


24 CD BUSINESS 


You certainly won't find CD Busi- 
ness defined in the dictionary 


because the kind of information 




















Blood, death, mutilation, carnage, gore, decapitation, pig guns, 
human fireballs, along with tons of other things you wouldn't show 


your mum. What are we talking about? ICE's mind-blowing coin-op 
conversion, that's what. 


GAMES FEATURED IN THIS ISSUE 










1869 REVIEW 
ABANDONED PLACES 2 TIPS 82 


BATTLE ISLE ‘93 REVIEW 70 


BEASTLORD REVIEW 62 

















31 WORK IN 49 REVIEWS 
PROGRESS Summer is usually a bummer for BENEATH THE STEEL SKY wiP 32 
If you thought that Arnold software releases but not so this 
Schwarzeneggerwas was huge then year - you'll find over ten (i.e. BRUTAL SPORTS FOOTBALL W 42 
you obviously haven't been intro- eleven) games reviewed this issue - 
duced to Mr Work In Progress. He's more than anyone else! CAMPAIGN DATA DISK REVIEW 66 
bigger than ever this month. 
46 WHERE ARE YOU...? pips mean mre ~ - 
auz= A completely new section of The D R 
Just how is Andrew Braybrook and One, sort of. Oh, okay - so it's aicabile cdoloc ay 
his programming chums? And what essentially Cheapos by another DIGGERS WIP 44 
on earth has happened to name but only including budget re- 
Darkmere? Who knows? We do - releases. p DUNE 200 ye PS So 80 
and we're telling all! 
80 KILL ZONE Trace orr chaos [Er 
It seems as if the hardest part of 
Abandoned Places 2, Worlds of 
rest of the bunch featured in this 
98 WIN TICKETS TO 
BENEATH THE THE RYDER CUP! 74 


If you like golf and you fancy 
STEEL watching all the top professionals MUCUS RUN ere | 46 


IN Voncecacenapcnacne te 


playing the real thing then Ocean's 





Unbelievable - it looks as if compo may be right down your MEAN ARENAS WIP 92 
Monkey Island 2's days are fairway. 
finally numbered. Find out why 1 
as we take a look at 100 DIARY OF A 39 
Revolution's stunning graphic GAME 
As another month passes, find out 56 
how Alien Breed 2 is shaping up. 
117 PD ZONE a 
Yet more games for not-very-much TENSAI WIP 36 
money, as described by scrounging 
cheapskate Matt (hew) Broughton. TEX WIP 38 
. 110 RECOMMENDED TOTAL CARNAGE WIP 46 
GLOBAL Forty He the year's top dey | 
assemble once again in The One's 
BEAT OR Sorvine hallowed Rec ened section. SRtslEM4 il a 
Megadrive conversion of their 114 NEXT MONTH DESL gethis <leN bbe Li Adile ae 
environmentally-friendly Next Month? So soon? Yes, sorry - UTOPIA 2 WIP 64 
platform romp. But is it a load but we'll be back in about four 
of recycled tosh? You know weeks (give or take a day). See for WHALE'S VOYAGE REVIEW 90 


where to look. yourselves what games we'll be 


bringing with us. WORLDS OF LEGEND TIPS 86 
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DESERT STRIKE BODY BLOWS 1.C.F.T.D HITS WING COMMANDER ~~ S OF MONKEY ISLAND CHAMP MGR 


18.99 16.49 12.99 13.99 13.99 11.99 9.99 13.99 12.99 





STRIKE 2 F1 GRAND PRIX VIKINGS FIELD OF CON PRO TENNIS TOUR 2 LEGEND 
11.99 11.49 8.99 14.99 10.99 10. 99 12.99 


FIRST SAM/MEGA 


Ve ay 12.99 





SABRE TEAM ASSASSIN RAVING MAD PREMIER MANAGER _AIR/SEA SUPREM PROJECT X CURSE OF ENCHANTIA —AM'S 3D POOL GRAHAM TAYLOR'S CHAOS ENGINE 
11.49 11.99 9.49 13.49 13.49 9.99 12.99 13.99 10.99 16.99 


Games marked NOP will not work on A500 Plus, A600 or Al200. Games marked NO12 will not work on the A1200. 























4TH ‘N’ INCHES (US FOOTBALL) (NO12) ...8.99 DUNE 2- BATTLE FOR ARRAKIS (1 MEG)19.99 JACK NICKLAUS GOLF POPULOUS 2 CHALLENGE SUPERSKI 2 (NO12)... saiaioabe ..7.49 FUN SCHOOL SPECIAL 
688 ATTACK SUB (NO12) ..............000000 9.99 DUNGEON MASTER & JAGUAR XJ220 (1 MEG) . -10. DATA DISK (1 Jil ts) i ae 11.99 SWITCHBLADE 2 (NO12) . vuwsactedbEeeuasvenes 8. 49 -SPELLING FAIR (7-13 (ah 16.49 
PTH (1 MBG oo ccssabss...00..geeucvsnnd 24.99 CHAOS STRIKES BACK (1 MEG i. .scene 19.49 JAMES POND © .....ccccsses-s k POWER UP SWIV (NOP) ©. .cdeeeriasttties occ esccscedscccccasde 8.49 KIDSTYPE JUNIOR W/PROCESSOR...... 13.49 
Pcdsshhie Lae MER as ccs ctaxckscunawxanceaseiais 21.99 DYNA BLASTERS. ........ccccsscceses «19.99 JIMMY WHITES SNOOKER F (CHASE H.Q, TURRICAN, X-OUT, SYNDICATE (1 RES | ee oe ain cn npnnctieea 21.99 MEGA MATHS (A’ LEVEL COURSE)...... 16.99 
A320 AIR-BUS (1 MEG) dead tacdystanaen af Hes Us MRE 3 3 5 & 7 Eager eg me a OE a EA +411.99 JINXTER (M/SCROLLS) .........scccssssseesaes 3.99 ALTERED BEAST, RAINBOW ISLANDS). 10. . THE ADVENTURES (SUPREMACY, MICRO ENGLISH (8 YRS TO GCSE. 
ADDAMS FAMILY (1 MEG) ............00008 11.49 ELVIRA 2- JAWS OF pita MADDEN’S (U.S) FOOTBALL ...... 17.49 POWERMONGER CNOA eiveacuscises cease 19.49 HUNTER, CORPORATION) (NO12) ...... 13.99 CONFORMS TO NATIONAL CURRICULUM) 16.99 
ADVANTAGE TENNIS (NO12)............... 16.99 CERBERUS (1 MEG) (NO12) . Nesge 15" 7 ae 2S eae er OEE Sac eee 19.99 POWERMONGER WORLD WAR 1 THE LOST TREASURES OF INFOCOM MICRO FRENCH (BEGINNER TO GCSE. 
PEF PICA PAINNERES | Gise. 000s andsudnstnacdogicceuse FAO PRS CH MG Wilivcseercccemnemennateseetecsne 19.49 KCK OFF 2 ¢ MEG) (NOT2) fi csccseces ieee 8.99 DATA DISK (NO12) | ciccseccacscccsanscevnanaes 11.49 (20 CLASSIC INFOCOM TEXT CONFORMS TO NATIONAL CURRICULUM) 16.99 
dh bg Se eee See EO 17.99 ESCAPE FROM THE PLANET OF THE PONIGTT MARR oles See os cnciseveceane 12.99 PREMIER MANAGER (1 MEG) ............. 13.49 ADVENTURES) (NO12) ...........:ccscsseseeee 27.99 MICRO GERMAN (BEGINNER TO 
AIR FORCE COMMANDER (1 MEG) ...... 17.99 ROBOT MONSTERS (NO12) ...........00s0008 7.49 KNIGHTS OF aE SKY (1 MEG)............ 00 PREMIENE (1 MEG) oe upeeii 11.99 THUNDERHAWK _........ccccasccwtestecsec sees 10.49 GCSE AND BUSINESS LEVEL. 
AIR SEA SUPREMACY ESPANA-THE GAMES 92 (1 MEG) (NO12) 19.49 LAST Nog D (ERR) is nniten cna nanees SE ta0 PRIME MOVER.........0cs<.tceie ee 19.49) FETUS FOX, «cniteneicoconsace cepts scucuce 8.99 CONFORMS TO NATIONAL CURRICULUM) 16. 99 
(GUNSHIP, SILENT SERVICE, P47, EYE OF THE BEHOLDER (SSI) (1 PAbeCaeteO «= LEGAeRetpey, 0. acadek os onc asd cob cctadecvecvesta 12.99 PRINCE OF PERSIA 4 MEG) eae aa.. de no PORNAIO (1 ME... .eccceseiecreond 20.99 MICRO MATHS (11 YRS TO GCSE. 
WINGS, CARRIER COMMAND) (NO1 2) ...13.49 EYE OF THE BEHOLDER 2 (1 MEG)...... 22.99 TECENDS OF VALOUR (1 MEG) ......... 22.99 PRO TENNIS TOUR 2 ....cceeuscses ODS « TRPRRMPRI AG FAG os cr ecadceeaccecccee 17.99 CONFORMS TO NATIONAL CURRICULUM) 16.99 
PRR TEICIEA Do 282 ow wna a o RIA URC, 18.99 F15 STRIKE EAGLE 2 (1 ie See 11.99 LEMMINGS 12. PROJECT X ‘SPECIAL EDITION) (1 MEG) ...9. ss TROJAN - ALIEX MICRO SCIENCE (1 MEG)(8 YRS TO GCSE. 
AIR, LAND & SEA (688 ATTACK SUB, F16 FALCON (SPECTRUM PROB VTE)...1009  LEABRING@S Omi Ee ......lsiscisensievtescose 19.99 - PUSH-OVER (4° MEG) i ediviccscavsscnesessene 16.99 (LIGHT PHAZER GAME).................00.c008 8.99 CONFORMS TO NATIONAL CURRICULUM) 16.99 
INDY 500, F18 INTERCEPTOR) (NO1 2).. a 99 F19 STEALTH FIGHTER (NOP) ............ 13.99 LEMMINGS DATA DISK - OH NO! ......... eS ae eae Soe a 13.99 TROJAN - CYBER ASSAULT NODDY’S PLAYTIME (1 MEG) 
ALCATRAZ, ..... dacs. .....cet eee .99 FABLES & FIENDS - LEGEND OF LETHAL WEAPON (1 MEG).................. 16.99 QUEST & GLORY (BLOODWYCH, (LIGHT PHAZER GAME) ........cccsesssessoeeee 8.99 (EDUCATIONAL PROGRAM 
on BREED (SPECIAL EDITION) (1 wtzG). . 99 KYRANDIA (NO12) (1 MEG)..............000 eae IO NHEA Pa nnn ea SEE ee 17.49 MIDWINTER, CADAVER, BAT) (NO12).. a 99 TROJAN - FIRESTAR FOR CHILDREN AGED 3+) ...............++. 16.99 
ELE a a ne 99 FANTASTIC WORLDS (REALMS, LOMBARD RAG RALLY. ivssccsvccecscxeveoveuse 7.49 R-TYPE (NO12) puluctuctapexaded san lv chauexacecaets 7.49 (LIGHT PHAZER GRIME) © accep. sesnvnia tes 8.99 PAINT POT 2 (4-10 YRS) ........cccccseeseees 13. : 
ANOTHER MAOH? © deus wecas beac eki cae, sips PIRATES, MEGA LO MANIA, POPULOUS, LORD OF THE RINGS  siddesccdsccssiccssess 16.99 RAGNAROK (NOI)... ccssccsceecesensencnsse 21.99 TROJAN - THE ENFORCER SHOPPING BASKET (6-8 YRS) ............ 13.4 
DES eee >See aa -.-17.49 WONDERLAND) (1 MEG) (NO12) sevaeeseeses22-99 LOST VIKINGS ........cc:2c0scccesessesesessse-19.49 RAILROAD TYCOON (1 MEG)...............13.99 (LIGHT PHAZER GAME) .........2..0020000224-8.99 WHICH? WHERE? WHAT? (4-8 YRS) ...13. Pr 
pr (1 MEG)......... .17.49 FANTASY WORLD DIZZY .............cecceees 7.49 LOTUS ESPRIT TURBO CHALL.(NO12)...8.49 RAINBOW COLLECTION TUORRIGAN:  icisics toa ptaecctarcceeee 7.49 
AQUATIC GAMES ............. Se Gee Pattee et tebe: Soci esemisch ack tte sens cae 17.49 LOTUS TURBO CHALLENGE 2 (NO12) ...9.49 (BUBBLE BOBBLE, RAINBOW ISLANDS, FRURRICAN 2 03. c.05ce ee aaa oe 7.49 
ARABIAN NIGHTS .............. «15.99 FIRST DIVISION MANAGER .............c008. 7.49 LOTUS 3- THE FINAL CHALLENGE NEW ZEALAND STORY) (NOP) .......0000 10.99 TV SPORTS BASEBALL (NO12)............ eps 3D CONSTRUCTION KIT ie VIDEO) a pe 
ARCHER MACLEAN’S POOL ...13.99 FIRST SAMURAI + MEGA LO MANIA (NEXER) 13.49 (1 MEGHENO12)...c0.5:.ccccsnsctebettbbessresveese 11.99 RAVING MAD (MEGA TWINS, JAMES TV SPORTS BOXING (NO12) ............08. 2.99 3D CONSTRUCTION KIT 2 ...........0.20005 
AREBOID Qed raertetks «ccc cncceaeedesssse totale 7.49 FLAMES OF FREEDOM (MIDWINTER 2) 11.49 LURE OF THE TEMPTRESS (1 MEG) ...19.99 POND 2-ROBOCOD, RODLAND) eevee 9.49 TV SPORTS FOOTBALL (NOTRE crits. .0sa. 2 99 AMOS (GAMES CREATOR) Siete ee 20.98 
ARMOUR-GEDDON 2 ... 019.49 FLASHBACK (1 MEG) ..............cccesensee 20.49 M1 TANK PLATOON (1 MEG) .............. 10.99 REACH FOR THE SKIES aera eee 19.99. ULTIMA 5 (NOT2) | .........dsceeesscsccunele se 10.99 AMOS 3D Soren ae AMOS) _ ......s0000e 21. 
ASSASSIN (1 MEG) ......... «11.99 FLIGHT SIMULATOR 2 (NO12) ............ 23.99 MAGIC WORLDS RICK DANGEROUS (NO12) ...........0000008 7.49 ULTIMATE GOLF (NO12) .............00.0000 7.99 AMOS COMPILER (REQUIRES AMOS) 19 rs 
AV8B HARRIER ASSAULT 21.99 FOOTBALL MANAGER 3 (1 MEG) sicciccvs 14.99 (STORM MASTER, DRAGONS BREATH, RISKY WOODK =. ......nacesenenesmanteareal 17.49 UNIVERSAL MONSTERS ...................-. be AMOS EASY (FIRST STEPS TO 
Bi7 FLYING FORTRESS (1 MEG) 22.99 FOOTBALLER OF THE YEAR 2 (NO12) ...8.49 CRYSTALS OF ARBOREA) (NO12) ...... Jee ROAD RAGE ais. .......- eo... ae 17.49 UTOPIA + DATA DISK ..............0:0.20200- PROGRAMMING) ............ccsessavsseeseees 21.99 
BATMAN THE MOVIE ................. -7.49 FORMULA 1 GRAND PRIX ..............002. 14.99 MAGEGEAND DIZZY j....0.0ssbvcukadessscs0caect 7.49 ROBIN HOOD LEGEND QUEST ............. 7.49 VIKINGS - FIELD OF CONQUEST (1 MEG) i. og AMOS PROFESSIONAL .............ss0c0e0- 31.99 
eye 2 1G Se 13.49 FUN SCHOOL 2 (2-6). ..........cssiescuvswesets 7.99 MANCHESTER UNITED ...................00005 OS OC aes Bin acececccveccsateee Pea VEEN (NO12) 60022 sc. Bhesccsanecccennsioe 12.99 AMOS PROFESSIONAL COMPILER 
BATTLE ISLE DATA DISK 13.99 FUN SCHOOL 2(6-8) o.oiiiiliceercsecsazenees 7.99 MANCHESTER UNITED EUROPE ......... 16:99 | ROBOCOS SINOT2) 35 .,.6ue eae 11.49 VROOM DATA DISK (NO12)_ .............. 12.49 (COMPILES AND SPEEDS UP PROGRAMS 
BATTLE OF BRITAIN......... Tae PUN SCHOOL BABE), oy, dvevdennsnsintoarvianans 7.99 MANIAC MANSION (NO12) _ ...........s000ee O00 OME UMAR ovaicadivsdeastseoaeienies RSE OEEE | AVR PR EEE hs ch cad snahin oc »000s RHE CRT ELE 19.49 WRITTEN IN AMOS, EASY AMOS 
BATTLETOADS ...... 17.49 FUTURE WARS (NO12) ..........cc.cccseeesees 9.90 = MCDONALDS LAND (ciccciccsacccciessrenccosse TAG | ROGNAS ce ioe. ores eee eet cea 19.99 WAXWORKS CEMMERS) _..» conti eeeestes cack 22.49 OR AMOS PROFESSIONAL) Sie Woe IRE 
oS ES 1749 GENESIA (1 MEG) ....................... 17.99 MEGA SPORTS GABE TEAM cccsccs ac 11.49 WHEELS OF FIRE (HARD DRIVIN’, DELUXE PAINT 3 (WITH ANIMATION) . 34.98 
BEACH VOLLEY (NO12).. saehiA9 GHOULS ‘N’ GHOSTS .....cccccccccncacaccacnecs 7.49 (SUMMER GAMES 1 & 2, WINTER SECRET OF MONKEY ISLAND (4 MEG) ...13.99 POWERDRIFT, CHASE H.Q, TURBO DELUXE PAINT 4 (1M 
BILL’S TOMATO GAME ...........ccss00000. SAS) CMa cals nw DERI soc cnacass TSG@ 2 CRAM) (NO Vatpecete aes. scsccevececdehae Mod SECRET OF MONKEY ISLAND 2 (1 MEG) 23.99 OUTRUN) (NO12) suevecvenseTGeMetiicesscatets 12.99 (HAM MODE & ANIMATION) aga Daas 54.99 
BLAGEAT (1 MEG GC........ccsccressccseronsens 13.99 ane 2 Sees aR 17.99 METAL MUTANT (NO12).............ccsecsseees SENSIBLE SOCCER (‘92/93 SEASON) ...16.99 WING COMMANDER 1 {1 MEGYE.......sccccee 9.99 DELUXE PAINT 4 (AGA FOR 
BLUES BROTHERS. .......cccecscsocsncesosceseee 8.99 eee eet vin onan velo eo vn vc onan 16.99 MICROPROSE 3D GOLF (1 MEG) ......... rv 5 SEYMOUR GOES TO HOLLYWOOD ....... (CUS SS ae 16.99 AMIGA 1200 WORKS IN 256 COLOUR 
BODY BLOWS (1 MEG).........ccccesesseseeee 16.49 Goa WORLD CLASS LEADERBOARD ...8.49 MIDNIGHT RESISTANCE (NO12) ............ 7.49 SHADOW OF THE BEAST 2 (+ Li ibe 4 ye WIZARDRY 7 - CRUSADERS OF AND NEW 8-BIT HAM MODE).............55 59.99 
BODY BLOWS (A1200 VERSION) ......... 18.99 GRAHAM GOOCH WORLD MMWINTER (NGEQ) ....ccccscscsseseentscorened 9.99 SHADOW OF THE BEASTS ................ THE DARK SAVANT (1 MEG) ............06 28.99 DISNEY ANIMATION STUDIO (1 MEG) ...57.99 
BOSTON BOMB CLUB (NO12) ............66 7.49 CLASS CRICKET (1 MEG) .............0000 4.109... RMT CR aE CLANMESG)) «city «0x06 upcunneamemianiinenanie nel 9.99 SHADOWORLDS (N012) .........cccceeeeeees bey a WWF WRESTLING (NO12) ...........00c0008 10.99 FINAL COPY 2 WORD PROCESSOR ....66.99 
BOXING MANAGER (NO Fafa els oc os ce neds 7.49 GRAHAM TAYLOR’S BROOINOPROGN 5s scocativivsccees AEE ee. 17.99 SHOOT-’EM-UP CONSTR'N KIT (NO12) ...8.49 WWF WRESTLING 2 EE OREG) discos ccccaset 16.99 FUN SCHOOL SPECIAL - PAINT ‘N 
BURNING RUBBER .............ccccsccececeees 17.49 SOCCER MANAGER (1 BOEGOD) «5: 2dcoccsenes 10.99 MONSTER PACK 2 (KILLING GAME SHUPELE CE MEG) «decree occ eccesenes 44.49 XENON 2 MEGABLAST ...........20..0ceceeese 8.99 CREATE EDUCATIONAL ART (5+ YRS) - oe 
CRs (NO Tai citi kavcsessecsapifyevcess 11.99 GREAT NAVAL BATTLES (1 MEG) ...... 24.99 SHOW, AWESOME, BEAST 2) (NO12) ...14.99 SILENT SERVICE 2 ft ait (NOP) ...... 12.99 ZAK MCKRACKEN (NO12)...........2ccceeeee 9.99 HOME ACCOUNTS 2......ccdsccccsesccveckaces 
CAESAR (1 MEG) (NO12)............c0cce0eee 17.99 GUNSHIP 2000 (FP MEG)  .......ccccsccssceese 22-45 ROTOR EAD oor ee eo cues oe 11.99 SIMCITY & POPULOUS ..................... RACE Ui S 8 9 Hey ia || = 2) Age) Ea ee oC 11.99 HOME OFFICE KIT DELUXE 
CAMPAION (1 MEG): ..ccccsvessectscssescesces MAGS = SEP PLET EA ON UII vac Si uu cdot auc cuccaacsuatteesdiee 16.99 NEW ZEALAND STORY (NO12) ............ 7.49 SIMCITY DELUXE, ‘SIM CITY. ZOOL (A1200 VERSION) .............0.cceee 17.99 (KIND WORDS 3, MAXI PLAN 4, AND 
GE ancient ay AS cae a aA 12.99 MEAD OVER HEELS  ..ciccscsccetscctscccarvesce TAS NICK FALDO’S GOLF oi bicci Gecescsssecase 20.99 FUTURE CITIES & TERRAIN EDITOR) .. eA oer ee] Bega || ic) aaa aaa Sa eee 17.49 INFOFILE). REQUIRES ONE EXTERNAL 
CAPTIVE 2 - LIBERATION (1 MEG) ...... 19.99 HEIMDALL (1 cee ANG} csi siecacbevscs TESS DICKY BOGE oor. Leb oe scelebeibevarctne 19.99": SLEEPWALKER aiiecevcetiseisecleticcdaccseece 20.49 DISK DRIVE OR HARD DRIVE. (1 MEG) es = 
CHAMPIONSHIP MANAGER (1 MEG) ...... 12.99 HEROQUEST (NO12) ...cccsccccccssesesccesces 8.49 NIGEL MANSELL’S WORLD SO ah a celtercs Scasttks actesnsene 7.49 EDUCATIONAL CT PEK C1 MIEN laser Sete a cet te 
CHAMPIONSHIP MANAGER 93/94 (1 MEG) MA 49 HEROQUEST 2 - THE LEGACY OF CHAMP’SHIP (1 MEG) ..........:ccsceeecseees 16.99 “SOGGER KID? ... ciocrcccs ts Wbesivekeer scene 18.49 ADI ENGLISH (11-12 YRS) .............00008 16.49 KIDSTYPE JUNIOR W/PROCESSOR... me re 
RPIAOS ENGINE ie rriiee ccs cc theetieicccceveces 6.99 “SORMSIL (1 MEG eiereirris..csscesccos teu 16.99 NIGEL MANSELL’S WORLD SPACE CRUSADE (NO12) ............se0ee 12.99 ADI ENGLISH (12-13 YRS) ...........c.0008 16.49 KIND WORDS 3 WORD PROCESSOR . 29.99 
CHUCK ROCK (NO12).........c:sccsesceseneveese bees HIRED GUNS (1 MEG) ...........ssceneeeseees 19.49 CHAMP’SHIP (A1200 VERSION)............ 18.49 SPACE CRUSADE DATA DISK (NO12)...10.99 ADI ENGLISH (ok al) 16.49 MINI OFFICE (W/PROCESSOR, SPREADSHEET, 
CHUCK ROCK 2 (1 MEG) ...........ccsecenees 13.99 HISTORYLINE 1914-18 (1 MEG)............ 22.49 NO SECOND PRIZE  .....ccccecssececscscecsees 16.49 SPECIAL FORCES (1 ME iteays vs ccrasnrany be ADI FRENCH (11-12 PLAT Uy sovncnest¥tuieuas 16.49 DATABASE AND DISK UTILITIES) .......52++.84.99 
CIVILIZATION (1 MEG) ......cccsscccosensnenee 22.99 HOLLYWOOD COLLECTION (ROBOCOP, NUCLEAR: Wie vecsscctvecctttteiiss cocncssccenes 9.99 SPIKE IN TRANSYLVANIA............ccceceees ‘49 ADI FRENCH (12-13 YRS) .........ccce00ee 16.49 PEN PAL WORD PROCESSOR ............ 54.99 
COMBAT AIR PATROL ..............0s0eense0e 19.99 GHOSTBUSTERS 2, INDIANA JONES OPERATION STEALTH (NO12) ............ 10.99 SPIRIT OF EXCALIBUR (1 MEG) (NOP) .. . 99 ADI FRENCH (13-14 YRS)  .............seeee 16.49 POWERWORKS (MAXIPLAN PLUS 
COMBAT CLASSICS ACTION, BATMAN THE MOVIE) D/S (NOP) 10.49 OPERATION WOLF (NO12) secre 7.49 SPORTS MASTERS (PGA GOLF, INDY 500, ADI JUNIOR COUNTING (4-5 YRS) ......13.99 SPREADSHEET, KIND WORDS 2 WORD 
(F15 STRIKE EAGLE 2, 688 ATTACK ORs aan ne ee eee. sac an Seem ees CANCE GC) a: 16.49 ADVANTAGE TENNIS, EUROPEAN ADI JUNIOR COUNTING (6-7 YRS) ...... 13.99 PROCESSOR INFOFILE D/BASE) (NOP) 24.99 
SUB, TEAM YANKEE) (1 MEG) (NO12)...19.49 HUMEIS (NG Eabiecass oartae iis. oes. ofthe pe ING) ON seis sicscesvccantPeediibenscscccce 7.49 CHAMPIONSHIP’S 1992) (1 MEG) (NO12) - vd ADI JUNIOR READING (4-5 YRS) ......... 13.99 PUBLISHER (PAGE LAYOUT PACKAGE) 
COOL WORLD (1 MEG) .........cccececeeeee 17.49 HUMANS DATA DISK (NO12) .............5 17.99 st KICK BOXING (NO12) ............08 8.49: STARBLADE (NO12) | .ccciccscesdscecesescansnes ADI JUNIOR READING (6-7 YRS) ......... 13.99 CAN PRODUCE BLACK AND WHITE 
CORRUPTION (M/SCROLLS) .............4. B00 TINTER (NOV) oi icaninccevanvhesbvcsccaestt Te PRA OL: SF EARPAG ich de carb anavcecvoccdunusees 16.99 STEVE DAVIS SNOOKER. ................000. shoe ADI MATHS (11-12 YRS) ..........sesssseeves 16.49 NEWSLETTERS, FLYERS, ANNUAL 
COVERT ACTION (1 MEG) ............00008 FeO APOE cera ede ae nTCreREaTE FLL ea 1.49 PERFECT GENERAL o.cccccciscscvereassacaeses 2240 STORM MASTER: vociscrssccnccccssccssvasveracses 9.99 ADI MATHS (12-13 YRS 16.49 REPORTS AND MAGAZINES. REQUIRES 
I ee clk eeonsadtca G39 “AMMOBRTALANGID) ......dbustcgansiseuaseiaeves 9.99 PERFECT GENERAL DATA DISK ......... 13.99 STREETFIGHTER 2 .ceccoccesccssccevcesnccece 18.49 ADI MATHS (13-14 YRS --16.49 ONE EXTERNAL DISK DRIVE OR HARD 
Cee al ewnennat 19.49 INDIANA JONES ADVENTURE ............ 10.99 PGA TOUR GOLF + COURSES ............ 19.49 STUART PEARCE’S SOCCER SELECTION’S ALVIN’S PUZZLES (6-8 YRS S) . ab cai 13.49 DRIVE (1 MEG) (NO12) ...........cssccseseeees 29.99 
CRYSTAL KINGDOM DIZZY _............... 12.99 INDIANA JONES FATE OF ATLANTIS PGA TOUR GOLF COURSE DISK ......... 11.49 (KICK OFF 2, WORLD CHAMPIONSHIP AMOS EASY (FIRST PROGRAMMING). 21.99 TECNOPLUS BUSINESS PACK FOR AMIGA 
CURSE OF ENCHANTIA (1 MEG) ......... 12.99 ADVENTURE (1 MEG) ...ccsccsnccvsccussevcs. 23.99 PINBALL DREAMS (1 MEG) ............... 12.99 SOCCER, MANCHESTER UNITED, FUN SCHOOL 3 (2-5 YRS) .....-secseeceeeee 13.99 (WORDWORTH W/PROCESSOR, 
Soi) Ree, eee 4 INDY JONES (ACTION) ........cccesceesseeees 7.49 PINBALL FANTASIES. ...........cccscccsceeee 17.99 INTERNATIONAL SOCCER) (NO1 2) anne K #8 FUN SCHOOL 3 (5-7 YRS) é K-SPREAD 2 SPREADSHEET + 
deca . Figg: air INTERNATIONAL OPEN GOLF BIRLA TES NO iui «sce cautts .<sescsbuwqenlureees 9.99 STUNT CAR RACER (NO12) .............c0008 FUN SCHOOL 3 (7+ YRS).........0655 : K-DATA DATABASE) A BAEG) Wriieccscss cele 71.49 
DARK QUEEN OF KRYNN (1 MEG)......... 8 39 (OCEAN) (1 MEG) .......cccsesscvessneescnseees TO. OSCR FIGHTER ccskscuineneccdbtitscvcccesccess cbanue 7.49 SUPER CARS (NO12) ....:cscccssessevescccesece s Ps FUN SCHOOL 4 (2-5 YRS) ....cesccseeeeeees 15.99 WORDWORTH V.2 W/P OCESSOR (1 MEG) 75.99 
DARKSEED (1 MEG) ....:ccssccncnccsccercssens INTERNATIONAL RUGBY CHALLENGE 17.49 PLAYER MANAGER (NOR eiiennrsecnsscreck A eo SUPER CARS 2 (NOP)........ccscsessesceeseeees 8.49 FUN SCHOOL 4 ty, le? YRS) «ci cesaepeeeusie 15.99 WORDWORTH V1.1E AMIGA 500 + WORD 
DESERT STRIKE (1 MEG)  ..............0000 4 ISHAR - LEGEND OF POOLS OF DARKNESS. ..........ccccscscsseees SUPER FROG (1 MEG) ....ccsercevecsenseoeees 16.49 FUN SCHOOL 4 (7+ YRS).......:ccccseseeeees 15.99 PROCESSOR (SPECIAL ENHANCED 2 MEG 
IGS 605. APIO EN sic usu RAE Es cava ote 7.49 THE FORTRESS (1 MEG)..........ccessceeeee 10.49 POPULOUS & PROMISED LANDS (NO12) :. + SUPEFFFIANG GI... ..ccskaocuuseeckio cee acases 7.49 FUN SCHOOL SPECIAL VERSION + 1 MEG UPGRADE FOR A500P) 79.99 
DIZZY PRINCE YOLKFOLK ...............00. 7.49 ISHAR 2 - LEGIONS OF Caaga (1 MEG) 17. a POPULOUS & SIM CITY  ......ccccccececesecs Teves, SUPER HERG iiss «0c. .cebuceeeeeierieity oo. 19.49 -MERLIN’S MATHS (7-4 AS) voscecseenss 16.49 WORDWORTH V1.1E AMIGA 600 WORD 
DIZZY’S EXCELLENT ADVENTURE ...... 15.99 IT CAME FROM THE DESERT POPULOUS 2 (1 MEG) + CHALLENGE BUPER SEVIMOQUR scsmccxesscratesccicisbaciixses 7.49 FUN SCHOOL SPECIAL - PAINT ‘N PROCESSOR (SPECIAL ENHANCED 2 MEG 
5 ge PARE ead 6 ERE Se ee tates oe 19.99 PLUS ANT HEADS DATA DISK ChMEG? 42109 UDATA DISK eee pear pcobleey sais 21.99 SUPER SPORTS CHALLENGE ............. 15.99 CREATE EDUCATIONAL ART (5+ YRS) 16.49 VERSION + 1 MEG UPGRADE FOR A600) ...94.99 
WITH CLOCK CTECNOPLUS) ..-.cccsodiccoscsicssesJessscssiceseres 32.99 
BITS'N'PIEC ES POWER SCAN HAND SCANNER FOR AMIGA (VERSION 2) 1 MEGABYTE NeOO RAM UPGRADEWITH LACK csscscl 34.99 DISKS 
TRUE GREY SCALE, 100-400DPI 
2 MEG PCMCIA UPGRADE FOR A600 OR A1200. 
DELUXE WORK CENTRES (INCLUDES SOFTWARE) .......ccsssssssosssesseseesssesssuensssen 99.99 PLUGS DIRECTLY INTO SMART CARD SLOT. PACK OF10 TDK 3.5” MF-2DD DISKS (DSDD)...........0005 8.99 
(STEEL MONITOR STAND WITH = SCREENBEAT STEREO SPEAKERS FOR AMIGA ORIBM PC. THESE ARE NOT BATTERY BACKED AND CAN’T BE 
EXTRA SHELF FOREXTERNAL _— REQUIRES 4AA BATTERIES OR MAINS ADAPTOR. USED AS A DISK, ONLY AS RAM. cessccecesescccssscesesesseeee 114.99 
DISK DRIVE AND ACCESSORIES, DESIGNED SPECIFICALLY FOR COMPUTERS, INCLUDING 4 MEG PCMCIA UPGRADE FOR A600 OR ato. 
PLUS JOYSTICK/MOUSE MOUNTINGS FOR ATTACHMENT TO MONITOR. ........+.-. 18.99 LUGS DIRECTLY INTO SMART CARD SLOT ‘ 
EXTENDER CABLE SET, MOUSE MAINS ADAPTOR FOR SCREENBEAT SPEAKERS weeeneene re 99 THESE ARE NOT BATTERY BACKED AND CAN’T BE o 
HOLDER, MOUSE MAT SOUND ENHANCER FOR AMIGA (BOOSTS SOUND ......29.99 USED AS A DISK, ONLY AS RAM 164.99 | 
AND ALL IN ONE DUST COVER) waeeee ’ o Pete e teen eneeressesseeescseees . TL 
DELUXE WORK CenTRE' FOR ZYDEC STEREO SPEAKERS FOR AMIGA WITH BUILT-IN 512K AMIGA RAM WITH CLOCK FOR A500 AND A500+...29.99 3 5 DS D D DI S K 
a 
AMIGA A1200 ......:ssecsseceseees ae OM PIER AND VOLUME CORTES, sfbsstgesisezecrontcon 29.99 512K AMIGA RAM WITHOUT CLOCK 


DELUXE WORK CENTRE FOR LEADS FOR A500 DUST GOVERS easstiawunaed 24.99 WITH LA co i L 


HI-Fl LEAD FOR AMIGA (STANDARD PHONO INPUT) ...... 3.99 








PREMIER CONTROL CENTRE MONITOR LEAD FOR AMIGA TO DUST COVER FOR AGO0 _..........ccpeetteccccececcnslttesunce cme 4.99 1 0 Pp k °7 99 

,. AMIGA A600(STEEL PHILIPS CM8833 MK2 MONITOR .........ccsceccssssssesssseeseeees 7.99 DUST COVER FOR AMIGA 500 OR ac 

* — cera al alg SCART LEAD FOR AMIGA TO SONY TV ATARI ST (CHIARA PVC). ....cccccccessanqitt-s-co- SEMEL... U8 4.99 
DRIVE AND ACCESSORIES (GIVES MONITOR QUALITY PICTURE) ............ccsccssceeeeeee 9.99 DUST COVER FOR MONITOR (CLEAR PVC) ......ccsseeeeee 4.99 

FIT FOR T 5 SCART LEAD FOR AMIGA TO TV WITH SCART INPUT 27 99 m0) 5 50 

— ee) (GIVES MONITOR QUALITY PICTURE) .........:s:esseesseeeeees 999 =69MUSIC & VIDEO EQUIPMENT 4 | 
EXTERNAL 3.5” DISK DRIVE FOR SCART LEAD FOR TV TO VIDEO (GIVES EXCEPTIONAL VIDI AMIGA 12 (CAPTURES COLOUR IMAGES FROM 
AMIGA WITH SONY/CITIZEN DRIVE ENHANCED QUALITY PICTURE)..........0::ccscccssccccccececceeee 8.99 vIDEO aera OR CAMCORDER. COMPATIBLE WITH 
MECHANISM. 880K FORMATTED AMIGA TO VGA PC MONITOR ADAPTOR (ALLOWS USE TAKE 2, DELUXE PAINT 4 AND MOST ART PACKAGES)...72.99 
STREET RO AUALITY, VGA PC MONITOR ON AMIGA) gcc cigcacasccivasc cs 21.99 ! | 
SLIM LINE DESIGN, COLOUR FOUR PLAYER JOYSTICK ADAPTOR 
MATCHED METAL CASE AND LONG M EMO RY U PG = ADES eC a a 799 | | 
54.99 iar eae 1 MEGABYTE A500 PLUS RAM UPGRADE JOYSTICK EXTENDER CABLE FOR AMIGA (3 METRES) ...5.99 i ————s ee a 








NEW MEMBERS DISCOUNT - EXTRA £2.00 OFF 


New members deduct £2.00 from any one item ordered as you join. 





AMIGA A600 





AMIGA A600 LEMMINGS PACK 
1 MEG RAM EXPANDABLE TO 2 MEG 
1 YEAR IN-HOME SERVICE WARRANTY 
WORKBENCH 2.0 

MOUSE AND 

LEMMINGS GAME 


AMIGA A1200 





AMIGA A1200 HOME COMPUTER 


WITH FAST 68020 PROCESSOR 

2 MEG RAM EXPANDABLE TO 4 MEG 
1 YEAR IN-HOME SERVICE WARRANTY 
WORKBENCH 3.0 

MOUSE 


SAVE £34 


WORKS WITH A TELEVISION OR SUITABLE 
MONITOR VIA RF OR SCART CONNECTION 


AMIGA A4000/030 





AMIGA A4000/030 HOME COMPUTER 


WITH 80 MEG INTERNAL HARD DRIVE 
POWERFUL 68030 PROCESSOR (25MHz) 
4 MEG RAM (2 MEG CHIP + 2 MEG FAST) 
| YEAR IN-HOME SERVICE WARRANTY 
WORKBENCH 3.0 


AND MOUSE 
AMIGA COMPATIBLE. 
(PRICE DOES NOT INCLUDE MONITOR) 


GOLDSTAR 14° TV/MONITOR 





GOLDSTAR 14" TELEVISION/MONITOR 


WITH REMOTE CONTROL 
& SCART INPUT 
FREE SCART LEAD 


(STATE SNES, SEGA OR AMIGA) 
GIVES PIXEL PERFECT PICTURE 


SONY 14" 
TELEVISION/ 


MONITOR 

MODEL KVM1400 
REMOTE CONTROL 
FREE SCART LEAD 


(STATE SNES, SEGA, AMIGA or ST) 
& DEDUCT £20 OFF OUR PRICE OF 
ANY GAME (OR THE TOTAL OF 
SEVERAL GAMES) PURCHASED AT 
THE SAME TIME AS THIS SONY TV 


SONY TV/MONITOR ENABLES MONITOR QUALITY 
PICTURE FROM AMIGA, SUPER NE ST OR 
MEGADRIVE VIA eee CONNECTION 


L : 
REAR SCART/EURO. 60 CHANNEL TUNING. BLACK 
TRINITON hues gua eS a TILT DESIGN FOR 


Cc GLE. 
INCLUDES LOOP AERIAL. SUPERB QUALITY. 


ALSO AVAILABLE IN WHITE AT £199.99 
ALSO AVAILABLE WITH TELETEXT AT 249.99 


PHILIPS 15" 
FST COLOUR 
TELEVISION/ 
MONITOR + 


TELETEXT 


MODEL 15PT161A 
REMOTE CONTROL 
FREE SCART LEAD 


(STATE SNES, SEGA, AMIGA or ST) 


SAVE £15 orr rrp 


AUTO PROGRAMMING, 1 YEAR WARRANTY. ENABLES 
MONITOR QUALITY PICTURE FROM AMIGA, SUPER NES, 
MEGADRIVE OR MASTER SYSTEM 1 VIA SCART 
CONNECTION. ALSO SUITS ATARI ST AND ALL CONSOLES 
VIA NORMAL RF INPUT. INCLUDES SCART/EURO TO A/V 
CHANNEL. VERY SMART. 





NEW MODEL 





CITIZEN 120D+ 9-PIN 
MONO PRINTER 


80 COLUMN ,, 144 CPS/25NLQ, 

2NLQ/1 DRAFT FONT 

2 YEAR WARRANTY 

FREE PRINTER LEAD 

HIGH QUALITY BUDGET PRICED PRINTER 


CITIZEN SWIFT 90C 
9-PIN COLOUR PRINTER 


WITH COLOUR KIT, 9 PIN, 80 COLUMN 
240CPS/54NLQ 6NLQ FONTS, 2 YEAR WARRANTY 
FREE PRINTER LEAD 

A9 PIN PRINTER WITH 

COLOUR FACILITY AND 

FULL PAPER HANDLING FUNCTIONS 


CITIZEN 200C 24-PIN 
COLOUR PRINTER 


WITH COLOUR KIT, 24 PIN, 80 COLUMN 
216CPS/72LQ6 LQ/1 DRAFT FONT, AUTOSET 
FACILITY INPUT DATA BUFFER, AUTO PAPER 
LOADING ENVELOPE PRINTING, 2 YEAR WARRANTY 
FREE PRINTER LEAD 


CITIZEN 240C 24-PIN 
COLOUR PRINTER 


WITH COLOUR KIT, 24 PIN, 80 COLUMN, 
240CPS/80LQ 9 LQ/1 DRAFT FONT, 

2 YEAR WARRANTY 

FREE PRINTER LEAD 

ADVANCED VERSION 

OF 24E WITH AUTOSET 

FEATURE AND LCD CONTROL PANEL 


CANON BJ10-EX BUBBLE 
JET PRINTER 


64 NOZZLE, 80 COLUMN, 83LQ CPS 2LQ/1 
DRAFT FONT, | YEAR WARRANTY 

FREE PRINTER LEAD 

A SMALL PORTABLE 

PRINTER, VERY QUIET 

IN OPERATION YET GIVING 

OUTSTANDING PRINT QUALITY. 


BANX DISK BOX 3.5” (120) STACKABLE ...... 13.99 


BANX DISK BOX 3.5” (80) STACKABLE ......... 12.49 
DELUXE DISK BOX 3.5” (80), 

LOCKABLE, DIVIDERS. .........:scccneensseveneneveenen 9.99 
DISK BOX 3.5” (10 CAPACITY)  ..sscssvenseveenvenee 1.99 
DISK BOX 3.5” (120) 

LOCKABLE, DIVIDERS  .......csscevssversserenssenneees 9.99 


SEGA MEGADRIVE 





SEGA MEGADRIVE + 


THREE GAME PACK 
WITH SONIC THE HEDGEHOG 
EA ICE HOCKEY 

JOHN MADDEN'S FOOTBALL 
TWO SEGA JOYPADS 





SUPER NES + STARWING 


WITH STARWING GAME 
ONE JOYPAD 


SAVE £20.00 


BOLLISTICK HAND 
HELD JOYSTICK FOR 
AMIGA OR ST WITH 
AUTOFIRE FUNCTION 
9.99 





CHEETAH BUG JOYSTICK 
13.99 


COMPETITION PRO EXTRA 
JOYSTICK (CLEAR BASE) 
10.99 


COMPETITION - 
PRO STAR 
JOYSTICK 

14.99 


FREEWHEEL 
STEERING WHEEL 
(DIGITAL) FOR AMIGA 
SUITS MOST DRIVING 
GAMES 25.99 








GRAVIS JOYSTICK FOR AMIGA | 
WITH FOAM PADDED GRIP, 
ADJUSTABLE HANDLE TENSION 
AND PROGRAMMABLE FIRE 
BUTTONS 23.49 


LOGIC 3 SIGMA-RAY 








JOYSTICK 
11.99 
MINI 
COMPETITION 
PRO 5000 
JOYSTICK 
12.99 
¥ 2.9 
MINI COMPETITION PRO STAR 
; JOYSTICK WITH AUTOFIRE 
15.99 
QUICKJOY 
FOOT PEDAL 
TRANSFERS ANY 
JOYSTICK 
FUNCTIONS TO 


FOOT PEDALS. IDEAL FOR FLIGHT AND CAR SIM’S. 
COMPATIBLE WITH MOST AMIGAGAMES. 19.99 


QUICKJOY JET FIGHTER 
JOYSTICK 
11.99 

QUICKJOY Qu1 


JOYSTICK 
(MICROSWITCHED) 
7.99 





QUICKJOY TOP 
STAR JOYSTICK 
19.99 





rh QUICKSHOT 111A 
“~- TURBO 2 


yorstick y= 
& 
9.99 | Sima 
QUICKSHOT 128F 


MAVERICK 1 JOYSTICK 
12.99 








QUICKSHOT 
137F PYTHON 
JOYSTICK 
9.99 


QUICKSHOT 
149 INTRUDER 
1 JOYSTICK 
22.99 


QUICKSHOT 155 
AVIATOR 1 
JOYSTICK 

23.99 


SPEEDKING ANALOGUE 
JOYSTICK FOR AMIGA (FOR 
PROPORTIONAL CONTROL ON 
Ee SUITABLE SOFTWARE) 

sat : 12.99 





SUPER PRO ZIP 








STICK JOYSTICK 
FOR AMIGA 
WITH AUTOFIRE 
FUNCTION 
12.99 
ZYDEC TRACKBALL 
24.99 
ALPHA OPTIC MOUSE 
AMIGA OR ATARI ST. 
300 DPI 
29.99 
DRAGON MOUSE ..........:ccsccensereeneeeeesene 12.49 
MOUSE MAT (LIGHT GREY) WITH oY, 
RESERVE LOGO PRINTED IN RED............ 4.99 


We only supply official UK products. Official 
suppliers of all leading brands. We sell games 
and peripherals all at amazing prices for 
Megadrive, Master System, Game Gear, Super 
NES, Gameboy, NES, Lynx, Amiga, Atari ST, PC, 
CD ROM and Apple Mac. And we sell T-shirts 
and cuddly toys! 

Special Reserve Club Shop at The Maltings, 
Sawbridgeworth, Herts. Open to 7pm 
Weekdays and to 5pm Saturdays. 











Special Reserwe members can haue alt this.. can YOU? 


~~ READ "NRG Regular Club Magazine 
= CHOOSE from our Huge Selection 
_~= BUY at Best Possible Prices 
i: SAVE with our Special Deals 
~a SAVE more with our XS Coupons 
~” WIN £60,000 worth of prizes FREE 
JOIN now from just £4.99 


We only supply members but you can order as you join 


There's no obligation to buy and you can be any age. 
Just send in the form below or phone Sales on 0279 600204. 


As a member of Special Reserve you'll receive regular issues of 
NRG magazine. NRG is our 48 page colour club magazine sent bi- 
monthly only to Special Reserve members. NRG contains: 


1. The best selection of games, peripherals and hardware for all 
popular formats. We are official Sega, Nintendo and Sony stockists. 
Reviews in colour and latest information on new products 
Charts and Release Schedule, to help you choose and plan 

The best prices. Just one purchase will save you your joining fee 
Hundreds of Special Offers. Top games at prices you won't believe 
XS Super Savers. Money-off coupons worth over £180 a year 
£60,000 worth of prizes per year in our FREE-to-enter BIG 
TARGET COMPETITIONS. That's £10,000 worth in every issue of 
NRG, exclusive to members. 


That's why over 160,000 people have joined Special 
Reserve, the biggest games club in the World! 
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9am to 8pm Weekdays, 9am to 5pm Saturday, 10am to 5pm Sunday 
10am to 5pm Bank Holidays. Order/Confirmation/Receipt sent for every order. 


THERE IS A SURCHARGE OF 50p PER GAME ON TELEPHONED ORDERS. 
You can also Fax your order to us on: 0279 726842 


We pride ourselves on our after-sales service. (18 customer service lines) 
Inevitably some games listed may not yet be available. Please phone sales on 
0279 600204 to check availability before ordering. In the event of delay we issue 
refunds on request at any time prior to despatch. We reserve the right to change 
prices without prior notification. E .& O.E. 


Registered Office & Club Shop: Inter-Mediates Ltd, 2 South Block, The Maltings, 
Sawbridgeworth, Herts. CM21 9PG. 


All prices include VAT and carriage to UK mainland. See base of order form for 
overseas surcharges. We supply hardware only to UK mainland addresses. 


MEMBERSHIP FEES 6 MONTHS § ONEYEAR —_TWO YEARS 
TRIAL ANNUAL WITH FREE 
MEMBERSHIP MEMBERSHIP HARD BINDER 
UK MEMBERS 4.99 7.99 14.99 
OVERSEAS EC MEMBERS 6,00 10.00 20.00 
OVERSEAS WORLD MEMBERS 7.00 12.00 24.00 


WE ONLY SUPPLY MEMBERS BUT YOU CAN ORDER AS YOU JOIN. 
THERE IS A SURCHARGE OF 50p PER GAME ON TELEPHONED ORDERS. 


| 

(PLEASE PRINT IN BLOCK CAPITALS) FIRM 
I 

jy Name 

I 

Address 

1 

] 

1 

Postcode 
; Phone Machine 

1 


| Enter membership number (if applicable) or 


: NEW MEMBERSHIP FEE (ANNUAL UK 7.99) 





1 Card 
I expiry date Signature 


bere ci payable to: SPECIAL RESERVE 
P.O. BOX 847, HARLOW, CM21 9PH 


I 

Mets. Orders Suncnaee (EC or World): Software orders 
| please add £2.00 per item. Non-software items please add 
I 25%. Hardware items supplied to UK mainland only. 

I Overseas orders must be paid by credit card. 
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LOADING YOUR DISKS 
(1) Choose the disk that you want 
and put it into your drive. 

(2) Turn on your Amiga. 


(3) When the menu appears, select 
the game that you want to play. 


(4) Gasp with disbelief as the stun- 
ning demo slaps you round the face 
and kicks you round the room. 


Yes indeedy! We have something 
very special for you this month in the 
form of a complete super-fast 3D 
game from Thalion, previously unre- 
leased in this country. 

If you read the One On One last 
month with the Thalion Stallions you 
may remember one of the games fea- 
tured in ‘The story so far’ called Trex 
Warrior, which according to the boys 
themselves was “a highly under-rated 
3D vector graphics shoot-’em-up”. 
Well, we've spared no expense to 
bring it hot and throbbing to your 
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bedroom screen. If you've got an 
A1200 you'd best go get a few spare 
pairs of trousers ‘cause this moves 


like a velociraptor who hasn't eaten : 


for a year or two. 

The 22nd Century has a new sport, 
which strangely enough originated as 
a way to scrap old gliders, and you're 
a big name player - Riano Bolar. As a 
22nd Century gladiator you are 
placed within a walled arena and 
have to dispose of a number of 
droids which will appear and do their 
very best to whittle you down to 


i : ae , 
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nothing. Droids vary in look and style 
from simple speeders to airborne mis- 
sile-launching ‘Wasps’, and you will 
have to make good use of the single 
‘jump pad’ to be found in each arena 
if you want to get through the day in 
one piece. 

If the old shields get a bit low, 
there are also a limited number of 





We here at The One love you. No, really we do. And to prove it, Matt and David 
have got together to lead you by the hand through not one but two coverdisks full 
of gorgeous sexy red hot demos that we think will quite literally blow you away. 


So get your flame-proof pants on and let's go. 


DISK A 





pads which, when driven over, will 
replenish them, but watch out for the 
‘star pads’ as these will cause a fair 
amount of damage - as if you didn’t 
have enough to worry about. There 
are also some static objects on the 
field which can be blown up, taking 
out any droids unfortunate enough 
to be near the blast at the time - but 
watch out, this goes for you too. 

If you manage to survive a full day 
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SHIELD 





in the arena, you are rewarded with 
a number of credits and moved on 
to the next day. Before this starts 
you have the chance to spend you 
cash equiping your glider with some 
of the latest weaponry on offer. Mys- 
tery hint: Don’t be tempted to jump 
onto the top of blocks and sit there 
for too long. Other than that, it’s all 
self explanatory once you get going 
so, er, get going. 


Trex Warrior is now Public 
Domain and you are free to copy 
it as you wish. Another exclusive 
from The One. 





Increase speed with 
right button pressed. 


Fire currently-select- 
ed weapon. 


Turn left. 


Hold down to speed 
up or down. 


Turn right. 


ALSO: 

Hit the 
Space bar 
to brake. 
Press ‘F’ 
to change 
the detail 
level. 


Decrease speed with right 
button pressed down. 





PROBLEMS 
WITH YOUR 
DISKS? 


THEN READ THIS! 


Due to the amount of disks that 
we duplicate, there’s bound to 
be the occasional duff ‘un. We 
humbly apologise if you've 
been unfortunate enough to 
get one, but help is at hand. 
Pop it in an envelope with a SAE 
to the value of 28p and send it 
to: 


The One Coverdisk Returns, 
PC Wise, 
Dowlais Top Business Park, 
Dowlais, Merthyr Tydfil, 

Mid Glamorgan CF48 2YY. 


If you do this, you should find a 
working copy on your doorstep 
within a few days. DO NOT 
SEND THEM TO US. If you do 
we'll just toast them and eat 
them and you'll never see them 
again. 
If you think that your problem 
can be solved down the phone, 
call PC Wise on their helpline: 
(0685) 350505 between 
10:30am and 12:30pm _ on 
weekdays. 


THE SMALLISH PRINT 


1. Whilst we here at The One 
make every effort to check the 
coverdisks for all known virus- 
es, we can accept no responsi- 
bility for damage caused by 
viruses which may have 
escaped our attention. 


2. The One and its retailers are 
not liable for any unnotified 
changes to the contents of the 
coverdisks which may occur. 


1:Q.0.4 
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We only like to bring you the best on 
our coverdisks, which is why this 
month we’re giving you the chance 
to sample the extraordinarily mar- 
vellous Ishar 2: Messengers Of Doom. 
Last month Dave went completely 
ga-ga about the full game, awarding 
it a deserving 86%. Now you get 
your chance to see what all this fuss 
is about with this huge(ish) playable 
demo! 

There’s no complex plot to worry 
about or anything like that. Basical- 
ly you and your party of five noble 
warriors are lost down a dungeon 
and all you've got to do is find a way 
out. Legions of undead creatures 
await around every corner, thirsting 
to do you in, so it won't be easy. 

Ishar 2’s control system is all fair- 
ly intuitive and is based around copi- 
ous use of the left mouse button, so 
it shouldn't take you long to get the 
hang of things. If you get confused 
try referring to the “Movin’ abaht ‘n’ 
fightin’ ‘n’ stuff” panel - that should 
make things clearer. So off you go 
then, save the world, kill monsters 

— me (i, and, most importantly of all, have 


Fra ay tan Oran ha fun. We’re sure you will. 














| Sele lar 
The main graphics window Click here to bring up a screen where you pew 


where all the action takes place. can change the party’s marching order. evel 
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The compass shows the direction you're facing. 
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The inventory screen gives you bun- 
dies of information about each char- 
acter’s abilities. Items can be picked 
up and dropped in hands or another 
character's inventory simply by click- 
ing and dragging. Inspect or eat 
items by dragging them over the eye 
and mouth icons. 





Use these arrows to move 
forward, backwards, left and 
right and rotate clockwise and 
anti-clockwise. 


ah ——. | ee oe a 1 | | 
af he -s FO DAC) Se oe ref ly ate | This shows the weapon that each 
" — an gee gee ) character is carrying in their 
“f 2 Yr; ee ae OO SORT 2 om “ty +} | 1 wrt Vy hand. Click here to make them 
<a } ~~ , s ne use it - though note that when a 
weapon is shaded it is temporari- 
ly out of use. 


This is the character's name 
with their health bar above. 
Click here to bring up the inven- 


ie ; ey ‘ tory (see below). 
Clicking here brings Clicking on this Click here to see 


up a list of icons icon brings up what a character is 

allowing you to hire an abbreviated carrying in his or her 

anyone you meet or set of stats con- hands. You can move ‘ ’ ; . : 
dismiss and even cerning that objects to another Click on this button to bring up a set of spell icons (assuming 
kill a troublesome character. It character by clicking the character can use magic). Select a spell by clicking on it - 
member of your saves you hav- on the item, the pointer may change which means you have to click on 
own party. It's ing to keep dragging it over the _ somenody or something else to fully activate the spell, for 
unlikely you'll need going to the portrait of the desti- example a sleep spell will only start working when you've 

to in this demo, inventory screen nation character and selected a nasty to knock out. You'll have to find out what the 
though. if nothing else. then clicking again. rest of the spells do by trial and error. 












WORLD 
GIDDY 


Public Domain 


Okay, | admit Giddy isn’t exactly a 
name that conjures up images of 
Rambo-like heroes but in the words 
of the makers “He’s cute, he’s egg 
shaped and he’s got ridiculously big 
hands.” 

One particularly bright and sunny 
day, Giddy - the world’s number one 
ellipsoid hero - was taking a walk in 
Clichéland, when reality suddenly 
folded in on itself. Bummer. Now our 
poor eggy hero is stranded and only 
you can get him home. 

To have any chance of success 
you will need to fully eggsplore 
(groan) all of Clichéland and make 
use of the various objects that you'll 
find. Don’t expect these to be obvi- 
ous puzzles as you will find yourself 
using giant corks to get past volca- 
noes, not to mention waving smelly 
socks at killer snakes. In addition to 
using objects in a Dizzy-like way, you 
will need to use your platform skills 
to collect as many coins as possible 








Jump/Access inven- 
tory with joystick 
pulled down then 
press again to use 
selected item. 


Walk 
left/Scroll 
through 
inventory. 


WIBBLE |: 


SIYTAAAAAAAARAA PY 
as some objects must be bought 
from the many marketstall holders 
found around the levels. 

You have a limited amount of 
energy which will be gradually 
drained away as you come into con- 
tact with the many weird and won- 
derful inhabitants that share Cliché- 
land. Jump over and around them 
and you should live long and pros- 
per, but fall in the water or get too 
close to a nasty and it’s curtains for 
you mate. 

It doesn't get much easier than 
that so get some silly large gloves on 
and off you go. 





Not used. 


Walk 
right/Scroll 
through 
inventory. 





= comin’ on!!! 


Meanwhile...Colin is having 
another late night, playing the 


best com 


uter 


game in town. 


BOOT see T 6 1 


Activate any 
collected icons. 


Snake left. 


Shareware 


You’re a snake - no insult intended - 
and all you want is to get on in the 
world. This involves getting as many 
points as possible and getting off 
whichever one of the five levels that 
you're currently on. The only problem 
is that the longer you are on the level, 
the longer your snake becomes mak- 
ing it increasingly harder to travel 
around without running into yourself 
- something which results in instant 
death. The layouts don’t help, with 
walls and obstacles spread liberally 
about just waiting to be run into. 

Some levels have doorways which 
wrap-around the screen making it a 
bit more easy to keep away from your 
tail. You can play solo or against a 
friend or computer-controlled snakey. 
Let’s not forget that this is '93 which 
must mean... Power-ups galore! 

This is a shareware demo and the 
full game can be obtained by sending 
£5 to the address given on the title 
screen. It’s worth mentioning that 
A1200 owners may encounter some 
problems when trying to use the key- 
board. Sorry about this, we hope that 
this doesn’t spoil your overall enjoy- 
ment of this splendid game. 








Snake up. 
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Se Collect this 
awe little fella 
and you'll 
have nitro boosts 
at the touch of a 
button. This will 
remain with you 
until you pick up a 
reverse icon. 





[ae Once you're 
14971 in posses- 
sion of this 
little doobie, a tap 
on the Fire button 
will send you back 
the way you came. 
Especially useful 
for picking up icons 
that have just 
appeared behind 
you. This will stay 
with you until you 
collect a nitro. 
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These point 
bonuses 
should be 
sg collected 

if quickly as 
aa they will 
only remain on- 
screen for a limited 
time. These gener- 
ally have high 


scores. 
[D) bonuses will 

remain on- 
screen until they 
are collected and, 
though generally 
worth little, they 
should be collected 
to make way for 
new icons. 


[S) Touch this 


and you will 
length. This can 


These point 


double in 


f= Colin is downloaded into his 


computer...Whoaaaaaaaaaaa | 


f 
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Snake right. 





help to trap your 

opponent but can 
also work against 
you when in con- 

fined spaces. 


ea Collect this 
}#} and an extra 
ww live will be 
credited to the 
player of the same 
colour - don’t get 
them if they belong 
to your opponent. 


(S) Once collect- 


ed, this 
token will 

increase the speed 
of the player that 
shares its colour. 

, Regardless 
iy of what 
colour you 
are, this 
token will increase 
your overall speed 
until you die. You 
can collect as many 
as you want. 


Touch this 
and the cor- 
4. respondingly 
coloured snake will 
freeze. Apart from 
gaining the advan- 
tage for icon collec- 
tion, you can also 
move in front with 
your tail and wait 
for him to crash 
into it. Lovely. 
gained 


oa enough 


points, this will 
appear. Collect this 
icon and you'll be 
whisked away to 
another level. 


ee 





Once you've 


glum for long - he can 
take One Step Beyond 
to retrieve his Quavers! 









THE EYES 
HAVE IT: 


THE CRITICS HAVE CAST THEIR VOTE - 
FLASHBACK IS THE WINNER 





«6 Flashback... «6 This game has no «6 Just awesome... &é ...there's over 
outperforms Another — equal in its field 39 best Mega Drive Word ali geome) mal 
World - it’s by far the game I've ever seen year left and I can 
deeper game of ae or played! 33 honestly state that 


Gamesmaster TV Series (UK) 


55 
he two puuccuncey ar 
CIARAN BRENNAN Megatech (UK) g year: 
Games Retailer (UK) SIMON BYRON 


The One Amiga (UK) 





FAVE: ViF-Le)(-M ce) mm Zeleime-t-\er- Muster: me Pla hie $ Delphine 
4 Om am Oreyaalor- Lei) (-.-m-larem-Uial ler) 


Creation and Development: Delphine Software International, | 1993 Delphine Software International. . 1993 U.S. Gold Ltd. All rights reserved. “SEGA” and “MEGA DRIVE” are trademarks of Sega Enterprises Ltd. 





Software International 








HI (again) 





arbra Streisand has done it, 
Bo: Foreman has done it 

and Frank Sinatra has done it 
(about 20 times), but now it’s the 
turn of one of the biggest names in 
the games business to follow in that 
noble showbiz tradition of... no, not 
sleeping with André Agassi... making 
a comeback! 

So, ladies and gentlemen, could 
you please put your hands together 
and give a traditional ‘The One’ wel- 
come to... Sierra On-Line! 

That’s right - the American adven- 
ture specialist, which only a year ago 
made big news by announcing that 
it was to retire from the Amiga mar- 
ket, is set to return with a version of 
the latest installment in its best-sell- 
ing King’s Quest series, King’s Quest 








SIERRA! 


VI: Heir Today, Gone Tomorrow. 

Following in the series’ tradition 
of relating tales from the House of 
Daventry, King’s Quest VI follows the 
exploits of young Prince Alexander 
(who originally turned up as the hero 
of King’s Quest Ill) as he strives to 
rescue his beloved, Cassima, who's 
being held captive by the evil Vizier. 

The story, which has been co-writ- 
ten by the King’s Quest creator 
Roberta Williams and Jane Jensen 
(who also co-designed another Sier- 
ra title, EcoQuest: The Search for 
Cetus), takes place on the six islands 
which make up the Land of the 
Green Isles. 

All of the usual plots, sub-plots, 
twists and turns are_ included, 
although the program has been 
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specifically designed so that begin- 
ners can ignore these frills and sim- 
ply make their way through the main 
story if they so desire. 

“Players can take the easiest route 
to the end of the game, but they will 
cover less than half of the puzzles 
and regions,” says Williams, who 
spent 14 months working on the 
project. “Our goal was not only to 
make the game easy for beginners, 
but also to include lots and lots of 
optional paths and puzzles for those 
who wanted more of a challenge.” 

The conversion work is currently 
being carried out by UK-based devel- 
oper Revolution (see the Beneath The 
Steel Sky Work In Progress starting 
on page 32), which has developed a 
hybrid of its ‘Virtual Theatre’ system 





in order to accurately transfer the PC | 


original to Amiga format. 


“We've more or less had to start | 


from scratch,” says Revolution’s 
Charles Cecil, “but this means that 
we’re hoping to avoid most of the 
problems which are usually connect- 


ed with PC to Amiga conversions. For | 


example, there will be little or no 
intrusive disk swapping.” 


With Revolution devoting so much | 
time and attention to devising a new | 
adventure ‘engine’ for King’s Quest | 
VI, it’s reasonable to assume that this | 
will not be the last game from the US | 


specialist to make it to the Amiga. | 


King’s Quest VI will be available in 
both Amiga 500/600 and enhanced 


A1200 versions before the end of the | 


year. 


KRISALIS START A 


budget label, Buzz. The new label, which makes its debut 


KK ives is looking to create a noise with the launch of its new 


this month, will be home to Krisalis’ back catalogue - in the 
past, Krisalis has always sold its older titles to other publishers for 


budget release. 


The first titles to appear on the new Buzz roster will be Manch- 
ester United Europe, Hill Street Blues and Face Off Ice Hockey, 
which will sell for £9.99 each. You'll find them all reviewed in this 
month’s all-new Replays! section. 

“The prime reason for us launching this label is so that we can 
bring out our back catalogue at an affordable price,” says Krisalis 
boss Tony Kavanagh. “And when you've got titles such as Man 
United, John Barnes and Graham Taylor, they're obviously going 
to do well at budget.” 
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S you can see from our 
Bove of ace striker Simon 

‘Chopper’ Byron heading 
one of the prizes from the Goal! 
compo, Commodore have decid- 
ed to slightly alter their presence 
on the shirts of London's ‘glam- 
our’ club, moving from last year’s 
boring corporate logo to this 
year’s visually stimulating adver- 
tisement for the greatest home 
computer in the world. 

But someone should have told 
Chelsea. 

When we phoned their market- 
ing department for a photo of the 
new strip, the conversation went 
something like this... 
Us: Hello, we’re The One 
magazine and we’d like 
a picture of your new 
shirt with Amiga written 
on it please. 
Woman at Chelsea: I’m 
sorry sir, but we’re 
sponsored by Com- | 
modore. 

Us: We appreciate that, 
but Commodore pro- 
duces a computer called 
the Amiga and this year 
you've got that written 
on your shirt. 

Woman at Chelsea: I'm 
sorry sir, but | can assure 
you we definitely have 
Commodore written on 
our team’s kit. 

Us: No you haven't - 
we've just seen your 


ACID RAVE! 


Vi ore software from New Zealand. Acid Software (who strange- 








COME ON 
YOU BLUES! 


ly seem to share the same business address as fellow Kiwis ° 
Vision Software) are due to release Skidmarks, a Super Off-: 








new shirt in a shop window, and 
it definitely says Amiga. 
Woman at Chelsea (turning to her - 
friend behind her and whisper- ; 
ing): ‘Ere - there’s some nutter on ; 
here saying that we've got amigo: : 
written on our shirt. : 
Other Woman at Chelsea (not: 
bothering to whisper): Yeah- 
that’s right. : 
Woman at Chelsea (coming back : 
to us): Yes sir, we do have amigo 
on our shorts this year. 
Us: Okay, can we have a picture? 
Woman at Chelsea: No. 
No wonder that lot haven't 
won a cup for 20 years. 


- 
FS 
Res. 


Road style racing game where the player competes against three rival : 


racers to win a rough-’n 





‘-tumble driving championship. If you've got: 
a friend they can join in too thanks to a split-screen display. 

What we’ve seen so far looks good, especially considering it was 
written using Acid’s Blitz2 BASIC compiler. More news as and when... 
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ALTERNATIVE SIGN UP! 


s heapo specialist Alternative Software is branching out over the next 
few months with a revamped range of licensed games, both full-price 
and budget. 

On the full-price side, the company is setting out its stall with two of the 
most diverse releases imaginable - a Hulk Hogan film tie-in and a game based 
on one of the most camp BBC situation comedies ever screened. 

Hulk Hogan’s Suburban Commando is based on the recent cult hit movie 
starring America’s favourite balding beefcake wrestler. Strangely enough, 
the game will be a shoot-’em-up, and will be released to coincide with the 
man Hulkster’s personal European tour - which is scheduled to take place 
later this year. 

And speaking of Europe... Hulk’s only stablemate in the full-price cata- 
logue has a vaguely Continental flavour, in that it’s based on a BBC TV ‘com- 
edy’ where the only laughs come from the characters mispronouncing 
English words in ludicrous French accents. 

That’s right - ‘Allo ‘Allo is finally to be immortalised in computer game 
format as ‘Allo ‘Allo Cartoon Fun. The arcade adventure is said to be loose- 
ly based on the TV series, which is currently being re-run on the UK Gold 
satellite channel. 

On the budget front, Alternative has announced Huckleberry Hound in 
‘Hollywood Capers’, Pixie and Dixie: The Computer game, Popeye 3: Wrestle- 
crazy and Thomas the Tank Engine 2: The Race. 

All of the above are due for release this month, priced between £9.99 and 
£24.99. 


- ODS 780 = 








re you proud of your soft- 

Aes You are? Then why 

ot tell the rest of the 

world by getting into some ‘soft- 
wear’ instead? 

Yup! Your favourite games 
characters are now available in 
multi-coloured, fabric-based, non- 
interactive form (okay then, 
they’ve been printed on T-shirts) 
from the leading music and film 
merchandise manufacturer, Outer 
Limits. 

The company’s new ‘Game 
Wear’ range of 13 software-relat- 
ed T-shirts includes Street Fighter 
ll, Lemmings, Zool, Chuck Rock 
and James Pond, alongside a num- 
ber of slightly less cool cartridge 
heroes including Sonic the Hedge- 
hog and Ecco the Dolphin. 

All of the above are available in 
both children’s and adult's sizes, 
either from most computer game 
outlets or direct from the manu- 
facturer (call 0272 768989). 

However, you could become 
one of the first sartorial software 
scene-setters on your street with- 
out even visiting one of these 
games emporiums or making a 
telephone call, as we have 10 of 
these shirts to give away in this 
easy-to-enter competition. 

To get your arms and torso into 
one of these prizes, all you have 
to do is come up with a humorous 
ending to this games-related ‘joke’ 
- Why Did Sonic Cross The Road? 
{And please, could you possibly 
try to hold back from saying 
‘because he wanted to see his flat 
mate’?). 

Got that? Right, then all you 
have to do is pop your punchline 


‘| Lida 
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NEW KRISALIS GAME, 
SOCCER KID, PLEASE ? 


WEARING THIN! 


on the back of a postcard and 
send it to: The Shirt Off Your Back 
Compo, THE ONE, Priory Court, 
30-32 Farringdon Lane, London 
EC1R 3AU. 

Please remember to include 
your own name and address, and 
to let us know which size shirt 
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you would prefer. Oh, and your 
entry should reach us before 28th 
August 1993. If any of you man- 
age to come up with anything 
vaguely titter-inducing we might 
print the best efforts in a later 
issue (but only if we’re really 
stuck). 
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HOLOBYTE EAT 
MICROPROSE 


pectrum HoloByte last 
month performed what to 
the outside world looked 
like a minnow swallowing a whale, 
when it gobbled up its fellow US 
publishing giant MicroProse in a 
$10 million ‘merger’ deal. 

The merger, which was com- 
pleted last month, was described 
by Rob Davies, marketing director 
of MicroProse UK’s computer divi- 
sion, as “a good marriage”. 

“The reason that the two com- 
panies fit together so well,” he 
explains, “is that HoloByte have 
very few products but a lot of 
money in the bank, while we are 
in a completely different situation. 
The bringing together of our two 
development teams also means 
that we now have what is 
arguably one of the biggest devel- 
opment teams in the world.” 

Despite the shake-up, which has 
seen MicroProse’s long-standing 
chairman ‘Wild Bill’ Stealey stand 
down from his position, the com- 
pany’s UK operation should con- 
tinue as normal, for the time being 
at least. 

MicroProse’s next Amiga release 
will still be F-117A, which is due 
next month, while Falcon creator 
HoloByte has no plans to produce 
any further Amiga games at all. 


KRISALIS Sue 
SOFTWARE LTD “ 7: : 
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“HARD NUT CRACKED! 
ave you ever wanted to be really hard, but were unable to afford the 3 : 
| privilege? Well now you can put such worries behind you, as top ° 
Amiga distributor Silica Systems is now offering what it claims to be : 
the cheapest ever hard disk Amiga set-up. 
Silica’s offer includes an Amiga 600 Epic pack (which included a 600: enegade’s continuous 
machine equipped with a 20Mb hard drive, along with three games: Epic, : RR: for new develop- 
Rome and Myth, plus with Deluxe Paint III) along with its own software : ment talent, which has pre- 
bundle of Zool, Pinball Dreams, Striker, Photon Paint II, GFA Basic and the: viously unearthed teams from 
word processor Transwrite - all for just £299.99 (inclusive of VAT). ; Cambridgeshire (Sensible Soft- 
Commenting on the new deal, Silica’s Andy Leaning offers: “We are : ware) and the moon (the Bitmap 
always looking for ways to improve our service and give customers bet- : Brothers), has now taken the firm 
ter value for their money. Last year, for example, we introduced the Zool ; to the land of billabongs, kanga- 
pack, then we dropped the price of the Amiga down to an all-time low of : roos and prospective English fast 
under £200, and now we're offering Amigas with hard drives for the low- * bowlers, where it has dug up yet 
est price yet seen.” -another Amiga development 
The Amiga 600 pack is available now. For further information, contact : team, this one going by the name 
Silica on (081) 309 1111. - of Binary Illusions. 
Based in Queensland, Binary 
Illusions has previously operated 
as an independent comic pub- 
lisher. Its first foray into the 
orld of Amiga games will be 
Flight of the Amazon Queen, a 
graphic adventure which is due 
> to debut early next year. 
The company, which was orig- 
° -inally formed by two partners, 
. jaa : John Passfield and Steve Stama- 
Sees. - tiadis, aims to produce games 
eu 3 : which combine strong plots with 
> Challenging problems and flexi- 
‘|: ble character interaction. “We 
* - want to make games that are 
° ¢ genuinely fun to play - the kind 
° > Of game that draws you right 
| | ° into the story and makes you 
teeaeseeececeeeeeeeeeesceseenaeeeeeseccceaeeesessesenannesssceeseenenes want to see it through right to 


THE ONE WINS oericinr mete 






= 








On the fAkaip with Ranagaie, 
Stamatiadis offers: “We're excit- 
ed about signing with such a cool 
AN AWARDI 250525 
ae can contribute to their phenome- 

e’re no strangers to gongs here at The One, having won a ‘Mag- nal run of quality games.” ? 
We: of the Year’ title and numerous individual journalistic Renegade’s Tom Watson Is also 
awards in our time, but we’re not quite sure whether we should: enthusiastic about the new col- 
actually be celebrating our latest accolade or not. : laboration. “John, Steve and their 
It may sound a touch ungrateful, but having walked away with the ; Partner Tony Ball are going to 
‘Most Improved Publication’ title at a recent awards ceremony hosted by : prove themselves to be amongst 
our parent company EMAP (where we were up against the likes of Smash the finest talents in the games 
- industry,” he says. “Their wit and 
what to think. Okay, it’s all very nice to have some Jivenware to deco- ° imagination are second to none 
rate our shelves with - but ‘Most Improved Publication’? What was wrong ; and we are very pleased to have 
with us in the first place? Oh well, perhaps we’ll never know. the opportunity of working with 


RENEGADE GO 
DOWN UNDER! 








them.” 

In addition to its Antipodean 
adventures, Renegade has also 
struck out in another new direc- 
tion this month, by signing a 
three-year agreement with an 
‘interactive television’ company to 
produce phone-in versions of 
some of its biggest games. 

The deal with Triton Interactive 
Games (a division of Triton Inter- 
active Television) will result in a 
series of Renegade games being 
used as part of live television pro- 
grammes, with players controlling 
the on-screen characters’ move- 
ments by using the telephone key- 
pads. 

Triton hopes to develop the 
games for use in conventional 
broadcasting, both satellite and 
terrestrial. Speaking on behalf of 
Triton, managing director Peter 
Beech says: “There are people 
playing with the idea of telephone 
game interaction, but no-one’s 
really doing it seriously. This deal 
with Renegade is a very signifi- 
cant step - broadcasters want 
innovative programme ideas and 
we can now deliver them: real 
viewers, really attractive games 
and real interactivity.” 

Tom Watson, too, had things to 
say, describing the deal as “...a 
very important move for Rene- 
gade. Interactive TV has been 
widely discussed, but only Triton 
has made significant technical 
advances. We see this as another 
opportunity for Renegade.” 

Returning to more convention- 
al Renegade business for a 
moment, news from the firm’s 
main contenders is that the 
Bitmap Brothers are currently 
beavering away on a special 256- 
colour A1200-specific version of 
The Chaos Engine for release later 
this year. 





VISION ON: 


| e received a tantalising little surprise in the post the other day. 
: Wii: Software, the talented New Zealand-based software 
| developers who wrote Woody’s World, sent us a rolling demo 
_ of their new game. Called Seek & Destroy, it’s a chopper-based shoot- 
-‘em-up. Yes, that’s right - another one. 
| The difference here, though, is that the action is viewed from a top- 
| down perspective, with the landscape features rotating around your craft 
as you fly through the war zone. It looks very impressive but how it plays 
| is anybody's guess at the moment. Vision are promising “nothing but 
non-stop destruction”. Oh, we hope they keep it. We should have 
more info on the game for you next month. Keep ‘em peeled... 











STRIPTEASERS 


_ ..Remember F1 Challenge - the new racer from Team 17 which we fea- 

tured on our cover disk last issue? Well, forget it... forget the name 

_ that is, because due to contractual difficulties (rumoured to have been 

caused by Domark’s recent signing of the official F1 licence) the Team 

will have to change it to something less contentious. The Wakefield 
Wonders have yet to pick a new title for the 300km/h racer, but rest 

assured that we'll let you know what they come up with when a deci- 

sion is eventually reached... 


..Does John Menzies know something that we don’t? Hopefully not, 
but the high street giant has just decided that it will no longer stock 
Amiga hardware. The good news, however, is that Menzies will contin- 
ue to stock Amiga software, and, according to spokesman Nick Peel, 
it’s continuing to “keep an eye on CD”... 


...Fancy getting your hands on a Psygnosis game for under 15 quid? No 
problem squire, as Sony’s long-haired lovers from Liverpool have 
launched a new promotion for the Summer months (entitled Summer 
Storm) where 16 of their better known games have gone on sale for a 
- penny short of that figure. The titles in question are: Agony, Amnios, 
Armourgeddon, Shadow of the Beast II & Ill, Bill’s Tomato Game, 
Awesome, Barbarian Il, Leander, Orbitus, Ork, Cytron, Oh No! More © 
Lemmings, Air Support, Atomino and The Killing Game Show... 
...Games are beginning to rival Terry Wogan for television airtime, as 
yet another entertainment show is switching its emphasis to include 
games alongside its staple fare of film and video. So, from now on, 


ITV’s Movies, Movies, Movies will be known as Movies, Games and 
Videos - which more or less speaks for itself... 
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now hopes to pull off a similar feat with this year’s Christmas offer- 
_ ing, a Winter Olympics tie-in... ioe 


BSAMES 
CENTRE 


CHARTS! 


THE AMIGA FULL-PRICE TOP TEN 





TITLE 
1869 (A1200) 
4D SPORTS BOXING 
4D SPORTS DRIVING 
A-320 N AMERICAN 
* ABANDONED PLACES 2 
ADDAMS FAMILY 
ALIEN BREED 92 
AMNIOS 
AMOS PRO 
ANCIENT WAR IN SKIES 
e APOCALYPSE 
AQUATIC GAMES 
ARABIAN NIGHTS 
ARMOUR GEDDON 
ASHES OF EMPIRE 
ASSASSIN 
e ATAC 
ATOMINO 
A-TRAIN 
e A-TRAIN CONS KIT 
*AV8B HARRIER 
B-17 FLYING FORTRESS 
BARBARIAN 2 
%*& BAT 2 
BATTLE ISLE '93 
BC KID 
BEAST 2 
*BIG RUN 
BILL'S TOMATO GAME 
BLADE OF DESTINY 
e BLASTAR 
BLUES BROTHERS 
BODY BLOWS ~ 


CHAOS ENGINE 
CHUCK ROCK 
CHUCK ROCK 2 
CIVILIZATION 

e COMBAT AIR PATROL 


*COOL WORLD 
CREATURES 


CYTRON 
*DALEK ATTACK 
DARKSEED 





0480 498889 


TITLE 
D-DAY 
D-GENERATION 
DESERT STRIKE 


DIZZY PANIC 
DOODLE BUG 


my DOUBLE DRAGON 3 


* DRAGON'S BREATH 
e DUNE 2 


FACE OFF 
FALCON 
FIRE & ICE 
FLASHBACK 

s#e FORMULA ONE GRAND PRIX 
GOAL (1 MEG) 
GRAHAM GOOCH CRICKET 


e GLOBAL GLADIATORS 
GUNSHIP 2000 
HERO QUEST 2 
HILL ST BLUES 

* HISTORY LINE 
HUMAN RACE JURASSIC LEVELS 

* HUMANS 
HUMANS DATA DISK 
INDY JONES FATE OF ATLANTIS 
ISHAR-LEGEND OF FORTRESS 
ISHAR 2 

* JAGUAR XJ220 

oe JIMMY WHITE'S SNOOKER 

*#JOE & MAC 
KID GLOVES 2 
KNIGHTMARE 
LEGEND 
LEMMINGS 2 


LION HEART 
LOOM 
LOST VIKINGS 
of LOTUS THE FINAL CHALLENGE 
e MAELSTROM 
MANIAC MANSIONS 
MAN UTD EUROPE 
METAL MUTANT 
MIG 29 
MONKEY ISLAND 1 
MONKEY ISLAND 2 
e MONOPOLY 
MORPH 
MYTH 
NO SECOND PRIZE 





PHONE FOR A COMPLETE 
LIST OF OVER 600 TITLES 


PROJECT X 
PUTTY 
RAILROAD TYCOON 
* RAVING MAD 

REACH FOR THE SKIES 

RISKY WOODS 

ROBOCOD 

ROBOCOD A1200 

ROME AD 92 

SABRE TEAM 

SENSIBLE SOCCER 92/93 

SHADOWORLDS 
* SILENT SERVICE 2 

SIM CITY DELUXE 


SIM LIFE (A1200) 

© SOCCER KID 

*« STARBLADE 

#STORM MASTER 

%SUPERSKI 2 

e SPACE HULK 
SPACE LEGENDS 
SUPER CAULDRON 
SUPER FROG 
SWIV 
SYNDICATE 
TENNIS CUP 2 
TEST DRIVE 2 
THE GREATEST 
THEIR FINEST HOUR 

e THE PATRICIAN 

* TITUS THE FOX 
TRODDLERS 
TROLLS (A1200) 


*&WWFE 2 
e YOJO 
ZOOL 
JOYSTICKS 
MINDSCAPE POWERPLAYERS (MICROSWITCHED) 


0480 496379 


All items are subject to iseny t Prices can be subject to change. E & O E. 





Post and packing: UK = 75p ‘ey item 2nd Class; 





(1) Gunship 2000 (MicroProse) 






































(2) Championship Manager ‘93 (Domark) Jegyeng ES SESS OR Noes oe ae eee = 
(3) Flashback (US Gold) ADDRESS ( 
A)” Gi aeee Coaches extoney (hueru eee Poscuee PHONE, ee 
(5) Walker (Psygnosis) “LS os BOR a aa an . PRICE | pe 
(6) Reach For The Skies (Virgin Games) eee |, UM Ne 
(7) Premier Manager (Gremlin) en Oe Ps L ss 
2 ~ Visa/Mastercard/Switch Number: Sokee ered 
(8) A-Train (Ocean) TOTAL (ee 


(9) Desert Strike (Electronic Arts) 
(10) Sensible Soccer 92/93 (Renegade) 
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European Computer User 
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here are many memorable 

things that Winston Churchill 

uttered during his time in 
Office but none more easily recol- 
lectable than the famous “Golf is a 
game whose aim it is to hit a very 
small ball into an even smaller hole, 
with weapons singularly ill-designed 
for the purpose.” Apart from, of 
course, “We shall fight them on the 
beaches.” Oh and “Pass me the hair 
restorer and me fags.” 

There are literally five or six great 
golfing quotes from about as many 
famous historical figures, probably, 

but as I’m into the subject of regur- 
gitating other people’s sayings 
about as much as | like skew- 
ering my head with a silver- 
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A\COMPETITION 


Wins 


PLUS! 


(A) This racey fella captured the heart of the nation when he 
became Formula One’s World Champion and quickly left the 
sport to pursue a career as a human wall-demolisher. 
} (B) It’s always nice to see ya, to see ya nice with this jovial, large- 
chinned gameshow host who seems to have been on TV for Gen- 
erations. On the course, he’s a fashionable geezer who's always 
willing to give us a twirl. 
(C) Woo! Dozens tuned in to his Bit In The Middle until he was kicked out 
to make way for a buxom young female DJ. If you’re desperate to hear 
him say words like ‘yonks’ then listen to One Eff Emm on Saturday and 
Sunday mornings. 
(D) Make sure you take a corset with you when you play golf with this 
balding comic - he’s so madcap and wacky that he’ll make your sides 
split. After eighteen holes he’s likely to invite you back to his Madhouse 
for a few cigars. 
(E) The King of celebrity golfers, this ‘press your button and gamble away’ 
kind of man is likely to play for money. Winner Takes All, of course. 


plated fork you'll not find any more 
classic examples here. What you will 
come across, though, is a competi- 
tion to win tickets to the prestigious 
golf tournament formally known as 
the Ryder Cup, or just Winona to its 
mates. 


Ah, so you must fancy the prize 
otherwise you would've stopped 
reading by now. But how come 
we're offering you and a mate the 
chance to watch the world’s top 
golfers battling it out on the fair- 
ways and greens, then? Easy - Ocean 


Complete the following phrase using twelve words or less: 


| Ocean are great because 













will imminently be releasing a pret- 
ty smart golf game, rather catchily 
entitled International Open Golf 
Championship, and they want every- 
one to know about it. So now you 
do. 

Right, down to business. To stand 
any chance of winning the two tick- 
ets all you have to do is match the 
following celebrity golfers to their 
descriptions. When you’ve done that 
you'll discover that there’s a spare 
famous person and it’s that name 
we want you to stick on the back of 
a postcard, along with the tie-break- 
er, which you should send to: Golf- 
ing Stars Compo, THE ONE, Priory 
Court, 30-32 Farringdon Lane, Lon- 
don EC1R 3AU, to arrive here by no 
later than August 28th. 

The first correct entry we pull out 
of the golf bag will receive two tick- 
ets to the Ryder Cup and the next 
five winners will each receive a copy 
of the game. All the usual The One 
competition rules apply. Please 
include your daytime telephone 
number so we can get hold of you 
quickly if you win the tickets or if we 
feel like calling you up at 3am just 
for a laugh. Good luck! 





DUNEII 


BATTLE FOR ARRAKIS 





HE WHO CONTROLS THE SPICE... CONTROLS THE UNIVERSE. 
AVAILABLE ON PC AND COMPATIBLES AND AMIGA SOON. 


A WESTWOOD PRODUCTION FOR VIRGIN GAMES 
DUNE IS A TRADEMARK OF DINO DE LAURENTIIS CORPORATION 
AND LICENSED TO MCA/UNIVERSAL MERCHANDISING INC. 
© 1984 DINO DE LAURENTIIS CORPORATION. ALL RIGHTS RESERVED. 
© WESTWOOD STUDIOS INC. ALL RIGHTS RESERVED. CP) 1972 VIRGIN GAMES LTD 
PRODUCED BY BRETT W. SPERRY. DIRECTED BY AARON E. POWELL, LYLE J. HALL. 
DESIGNED BY AARON E. POWELL, JOE BOSTIC. 
PROGRAMMED BY JOE BOSTIC, SCOTT K. BOWEN. 
TEXT BY DONNA J. BUNDY, RICK GUSH. 
ART & ANIMATION BY AARON E. POWELL, 
REN OLSEN, JUDITH PETERSON, ERIC SHULTS,ELIE ARABIAN. 
MUSIC AND SOUND BY FRANK KLEPACKI, DWIGHT OKAHARA. 

| FOR VIRGIN GAMES UK: 

PROJECT CO-ORDINATOR DAN MARCHANT, PETER HICKMAN. 4, 
QUALITY ASSSURANCE BY JOHN MARTIN, DARREN LLOYD, 

KEN JORDAN, RICHARD HE WISON, PAUL COPPINS. 
MANUAL LAYOUT BY DEFINITION. 
TRANSLATIONS BY POLY LANG. 
PACKAGING BY MICK LOWE DESIGN. 
ARTWORK & CREATIVE CO-ORDINATION BY 
ANDREW WRIGHT & MATT WALKER. 
MANUFACTURING CO-ORDINATION 
BY ROSEMARIE DALTON. | 
EUROPEAN MARKETING: ANDREW .WRIGHT. — 
VGA SCREEN SHOTS SHOWN 
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Letters 





If you're sitting all alone, make new friends on the telephone. Alternatively pick up a 
pen and paper and let us know exactly what it is that you're thinking. It's a lot less sad 
than talking to people who are paid to like you, and could earn you a community action 
trust award - well, maybe a juicy software prize anyway. Pick an interesting subject and 
write to us at: Letters, THE ONE, Priory Court, 30-32 Farringdon Lane, London EC1R 3AU 
or, if technology falls at your fingertips, FAX us on: 071-972-6710. 


GISSA JOB! 


Dear The One, 

After reading the feature in the June 
issue of The One called ‘In the Biz’ | 
decided to write to you. | feel that 
| could offer some original ideas to 
software developers as a games 
designer, but unfortunately you 
didn't give any information about 
this profession. 

Please could you tell me how | 
could achieve this. | know | would 
have to send my ideas off to numer- 
ous companies but would | need to 
send off drawings of levels and the 
characters involved, or would | just 
send off ideas and plans? | look for- 
ward to your reply. 


R. Holman, 
Gillingham, Kent. 


Very few companies hire games 
designers on the basis of a few 
ideas and sketches. Still, if you think 
your idea is good enough it's worth 
doing what our 'Mr Evans' did and 
just sending in your work on spec 
to the companies we mentioned. 
Who knows? You might strike lucky. 


WHY SO 
SLOW? 


Dear The One, 

| have recently purchased an Amiga 
1200 and, although | am pleased 
with it, | am rather puzzled by the 
speed of the machine - or rather, 
the lack of it. | have found it to be 

slower than | imagined. 
| have read that my machine has 
a clock speed of 14Mhz, which is 
double that of an Amiga 500 or 
» 600, plus 32-bit architecture 
which should increase the 
speed further. So why is it that 


only some games run faster than on 
an Amiga 500 or 600, whilst many 
others show only slight or no 
improvement at all? Can you 
enlighten me? 


Dave White, 
Barnstaple, North Devon. 


The reason you're not seeing amaz- 
ing speed increases in some of your 
games is because many games are 
locked to the screen update to keep 
it running at a smooth, constant 
rate. If this wasn't done the game 
would run in fits and starts, speed- 
ing up and slowing down depend- 
ing on how much is being drawn 
on-screen. Not very nice. This tends 
to be implemented in arcade-style 
games most of all. In many 3D poly- 
gon-based games, however, the 
programmers generally don’t do 
this, allowing the code to take 
advantage of the faster processor 
in the A1200. 

Many arcade games run in fifty 
frames per second, which is the 
quickest that the monitor or TV 
screen can update an image, so 
you're unlikely to see faster arcade 
games on the A1200. What you will 
see, however, is arcade games with 
more sprites, bigger nasties and 
flashier effects, simply because the 
processor has the power to do so 
much more in the time available. 


SENSI TIPS 


Dear The One, 

| only need to mention the word 
soccer and people will say “Oh no, 
not another one” but with the 
release of Goal and the Emlyn 
Hughes clone F.A. Premier League, 
I find it necessary to highlight key 
areas in the successful Sensible Soc- 
cer 1.1 that could and should be 
included if and when Sensible Soc- 


cer version 1.2 is released. 

Has any owner fought their way 
through competitions like the Euro- 
pean Cup only to find that the game 
can only say that their team has 
won the cup? What, no team cele- 
bration screen? No lap of honour? 
Yes, all these touches could be 
brought into the game. What about 
player celebrations after a good 
goal is scored? What about injuries? 
How about objections from the 
manager when a player is booked or 
sent off? 

The makers of Sensible Soccer 
have done a brilliant job getting 
together both International and 
club competitions but the additions 
| have mentioned would add a 
greater dimension to an already 
excellent game. 


Oliver Whelton, 
Cork City, Republic of Ireland. 


P.S. How long before we see a 
sequel to Sensi V1.1? 

P.P.S Thanks for a great magazine 
and keep up the good work. 


Agreed, it’s a little disappointing 
not to be adequately rewarded 
after you've put all that effort into 
winning a cup. Sensible are just 
starting work on Sensisoccer 2, ten- 
tatively titled World of Sensible Soc- 
cer, so we've sent your suggestions 
to them for consideration. But don't 
get too excited - you're not likely to 
see the game before next year. 


SAD! 


Dear The One, 
This letter is terrifyingly sad, so han- 
kies at the ready. 

About a year ago | moved to a 
comprehensive. On my second day | 
met a boy who would copy loads of 
games for me for only a pound. 


“GREEAAT!!” | thought. Since then | 
have purchased a number of games 
off him which include Lotus Turbo 
Challenge 2, Body Blows, Blues 
Brothers, Killing Game Show, Chuck 
Rock and a few more - quite a few 
wouldn't you say? 

Anyway, here comes the sad part: 
my mother, knowing piracy to be 
against the law, said “Now listen 
here you little creep, stop copying 
or I'll make you buy a Nintendo”. 
You can imagine how | felt. Even 
sadder, my father is a copper so | 
was wondering could you swap my 
copies for the originals as it would 
make me so much happier. Oh, and 
if you’re wondering why my moth- 
er won't get me the originals, it’s 
because she’s tighter that a reef 
knot. So | have to go now. Please 
think about it. Bye Bye. 


lan James Griffiths, 
Llanelli, Wales. 


Sorry lan, I'm afraid your alleged 
‘tale of woe’ didn’t reduce any of us 
here at The One to tears except 
tears of laughter. Are you abso- 
lutely serious? | suppose if you stole 
a car and then got caught you’d 
expect someone to give you anoth- 
er car to make up for it? And what's 
so sad about you're dad being a 
policeman? | think | know who the 
sad person is in your family and it’s 
not your parents. By the way, | think 
from now on we’re going to stop 
using the slightly-romantic term 
‘pirates’ and just call people who 
illegally copy software by their cor- 
rect names - criminals. 


RIP OFF! 


Dear The One, 

| am writing to you to ask one ques- 
tion - why is everything such a rip 
off these days? As an A-level stu- 


dent, | earn no income whatsoever, 
as most of my spare time is devot- 
ed to my studies. With software 
companies now charging £30 for 
virtually every new piece of soft- 
ware, | am beginning to wonder 
whether | will be able to afford to 
buy a piece of software within the 
next five years. 

Don’t the software companies 
realise that they are the major cause 
of software piracy by charging such 
exorbitant prices? | would love to 
own some of the new titles that are 
coming out at the moment but | 
would never consider getting pirat- 
ed copies as | think that the pro- 
ducers of such marvellous games 
deserve some reward for producing 
them. 

One more thing - | believe that 
magazines are also guilty of over- 
charging for their product. In the 
days before coverdisks, most maga- 
zines charged around £1.95 or 
sometimes less. Nowadays maga- 
zines seem to charge around 80p to 
£1 extra for every disk they shove 
on the front. 

Please stop putting three disks on 
the cover. It was bad enough when 
the magazine had two, but three 


disks per month filled with crappy — 


games and PD software? The idea of 


PD software is that it’s cheap, so 
that you can choose what you want 
yourself, so please leave it up to 
your readers whether they want to 
spend £1 a month on this software. 
Don’t force us into paying for it, if 
we don’t want it. I believe you 
should just go back to one coverdisk 
per month, and put the price down 
to about £2.50, unless there are 
some exceptional, original games - 
i.e. not platform games! - that are 
worthy of a place on the coverdisk 
of your magazine. 
L. Jones, 
Bedford, Warks. 


Yes, computer magazines are very 
expensive compared to other non- 
computer magazines and, as you so 
rightly say, this is due to the 
coverdisks on the front, despite 
some magazine’s insisting on telling 
you that their disks are ‘free’. We're 
very aware that the disks bump up 
the magazine’s price, which is why 
we try very hard every month to 
bring you the best demos and PD 
games and use special compaction 
software to cram as much on the 
disks as possible, thereby giving 
you the best value around. 

You complain about the disks but 
what better way is there of getting 
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send £ 2.99 to: Daze Marketing Ltd., 
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a taste of the games coming out 
(those very expensive games, as you 
point out earlier in your letter) and 
thus avoiding making a duff pur- 
chase? And as for your moan about 
the third disk, it’s not as if we 
charged any extra for it, is it? What 
do the rest of the readers think? 
Would you like to see one or no 
coverdisks and a cheaper price? 
Write in and tell us. 


LAND OF 
CONFUSION 


Dear The One, 

| own an Amiga 500+ which has 
1Mb of memory built-in and | also 
have a 1Mb expansion fitted. | have 
noticed that the A1200 uses 2Mb so 
would it be possible to run A1200 
programs on my computer and if so 
would | need to buy any special 
disks or something to make them 
run? 


J. Arscott, 
Mountain Ash, Mid Glamorgan. 


Unfortunately, no. Although the 
A1200 is mostly compatible with 
A500 software the A500 is not at all 
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compatible with A1200-enhanced 
software. This is because as well as 
2Mb of RAM, the A1200 is fitted 
with the special AGA chipset, which 
allows it to display far more colours 
than the standard Amiga. Sorry, but 
if you want to enjoy A1200 soft- 
ware you'll have to buy an A1200 
too! 


FUTURE 
TENSE 


Dear The One, 
| am writing to you about the one 
thing that everyone who reads this 
magazine has in common - namely 
the Amiga. | would like to know 
what your views are on where the 
Commodore is heading. 

First there was the A500 which | 
own. Then there was the A500+. 
That didn’t last too long did it? It 
was quickly succeeded by the 
A600/A600HD. Now the A1200 has 
reared its not-so-ugly head. Do you 
think that it is inevitable that soft- 
ware for the A500 will be phased 
out in the near future, i.e. the next 
two or three years? 

Do you, like |, feel that Com- 
modore should not have released 
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the A500+, A600/HD and the A1200 
in what is relatively a short space of 
time? | feel that only one type of 
Amiga should have been launched 
as this would have enabled Com- 
modore to focus on promoting the 
machine against the two most 
recognisable lumps of plastic - | 
mean consoles - the Super(?) Nin- 
tendo and the Mega(?) drive. 
Martin Grant, 
Ayr, Scotland. 


SOLD OUT? 


Dear The One, 
After writing to you two months 
ago stating how angry | was that 
Commodore and Kelly Sumner had 
. launched a better machine only 
shortly after | had purchased an 
A600HD - namely the A1200 - | must 
contess to being a total hypocrite 
having just gone out and purchased 
an Ai200, although | still believe 
that it was launched to soon. Let me 
explain my reasons for buying one. 
| believe that the future of the 
Amiga truly rests with this machine. 
lts technical capabilities are out- 
standing although | wish | could 
purchase some software which illus- 
trates this, as for now | have to 
make do with standard games run- 
ning faster and smoother. | look for- 
ward to Team 17's efforts, especial- 
ly Alien Breed 2 which | hope will 
sell thousands of A1200s by itself if 
Team 17's record is anything to go 
by. | would strongly recommend 
that all 500/600 owners go out and 
upgrade to this machine as, once 
the software ball gets rolling, | think 
we will see some truly amazing stuff 
which will make the standard 
games look positively dull by com- 
parison. 


Jamie Smith, 
Stoke On Trent. 


QUESTION 
TIME 


Dear The One, 
Here’s a few points for your delec- 
tation: 


superb but you’re not making full 
use of it. If the other marks do not 
affect the Overall score then you can 
pick out the good and bad bits 
more clearly, e.g. how in the name 
of Thora Hird can you rate Sink or 
Swim’s ugly graphics 22% more 
than the lush visuals of Entity? What 
were you thinking of? 
Incidentally, Sink or Swim is the 
most extortionately crap, insult- 
» ingly bad piece of poo that I’ve 
seen on any format. It’s sooo 
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(1) The reviewing system is truly - 
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tacky. I’m warning your readers - DO 
NOT BUY IT - | mean you wouldn't 
prod your nipples with a needle or 
take a bath with an electric heater, 
so don’t do it. 

(2) When is Prince of Persia 2 com- 
ing out on the Amiga? 

(3) Us readers want details about 
your subscriptions and back issues. 
Can't you get that into your Swiss 
cheese minds? 

(4) Blaster was good albeit far too 
difficult and with not enough large 
aliens, but why include a feature 
about how to get into games pro- 
gramming when this is a games- 
only mag? We want to play them 
not write them. 

I'm utterly desperate to have 
something of my creation in your 
honourable pages. I've tried several 
times but failed and | first tried after 
I’d bought my first issue over one 
and a half years ago. 

Stephen ‘Guybrush’ Boyes, 
No address given. 


Alrighty-tighty, to answer your 
points one-by-one... 

(1) Er, | thought we already did? | 
liked Sink Or Swims graphics - they 
were cute and moved well - but 
Entity’s were dull, pixelly and the 
scrolling was a bit dodgy, hence the 
22% difference. Remember that the 
Graphics mark doesn’t relate pure- 
ly to how good the game looks but 
also to how well they complement 
the gameplay. | think the main 
problem here is that you just didn’t 
like Sink Or Swim, which I managed 
to deduce from your calmly-rea- 
soned appraisal of it. Am | right? 
(2) Your guess, Stevie-babes, is as 
good as mine. There're no plans yet. 
(3) Yes, we can. They’re coming 
soon. 

(4) Glad you liked Blaster but sorry 
that you weren't so keen on the fea- 
ture. You might just want to play 
games but we get a loads of letters 
from other people asking how they 
can get into the software business. 
We thought this might answer a 
few of their queries. Fairy ‘nuff? 


STATING THE 
BLEEDIN’ 
OBVIOUS! 


Dear The One, 
I’ve had my Amiga for over four 
years now and since then I've seen 
many games come and go. Some 
software houses spend time to 
make their games stand out from 
the rest, but many still plump for 
arcade licenses because they need 
no introduction or game plan as all 
of this has already been done for 
the game’s arcade release. 

I've always complimented the 


companies who start a game from 
scratch and try to be as original as 
possible. It’s a very hard path to 
choose but I think the public respect 
these companies and that shows in 
their sales figures (you know what 
they are, do you? - Ed.). My ideas to 
help and possibly interest people 
are my own personal views but | 
think it’s important for the buying 
public to put their points across. 

My first and probably most 
important point is about the way 
many software companies are 
putting the plot into the game’s 
intro. The first thing | do when | buy 
a game is load it up and play it - I'm 
not interested in reading page after 
page of manual to get the storyline, 
| just want to play the game. There- 
fore it was a great idea by Core 
Design to implement this in their 
game Premiere and, to date, this is 
still the best introduction to a game 
there is. 

Other games, like Superfrog and 
Flashback, which have tried the 
same formula are all a joy to watch 
and it grasps your attention a lot 
mdre than a novella would ever do. 
| wish more companies would fol- 
low along the same lines and pro- 
duce opening sequences like Pre- 
miere as they are a lot more 
interesting to watch. 

Secondly, more games should be 
designed to implement a two-play- 
er option. Games like Silkworm and 
The Chaos Engine are that much 
more enjoyable as getting togeth- 
er is more fun and adds a lot more 
lastability to a game. 

| hope the points | have raised 
have been of some use, because 
fresh ideas and new designs can 
only be good for the software hous- 
es and the people who buy the 
games. 

Paul Jones, 
Wrexham, Clwyd. 


You are a perceptive young man, 
aren't you? Original games are bet- 
ter than licences... animated intros 
are good... two-player games are 
best... My God, | think you've got 
something! 


HELP ME 
OBI-WAN 
KENOBI! 


Dear The One, 

Being a big fan of the LucusArts 
adventures | am desperate to know 
whether they are going to contin- 
ue producing for the Amiga. I’ve 
read nothing about their attitude 
towards the A1200 which can 
match PC graphics and keep the 
speed up. | hope they do have plans 
as I'm already getting envious just 


looking at screenshots of The Dig 
and Day Of The Tentacle on the PC. 
S Breadley 

Beeston, Nott. 


The official line is that there won't 
be any more Amiga games from 
LucasArts. Yes, the A1200 can 
match the PC in terms of speed and 
graphical ability but it’s still held 
back by that darn low-density flop- 
py drive. Monkey 2 came on eleven 
disks and that had 32-colour graph- 
ics. A 256-colour A1200 game 
would probably weigh in at near 
double that. Not only would such a 
game be hugely expensive to pro- 
duce but can you imagine the disk 
swapping? Who knows, though? If 
the CD32 takes off (as it’s got every 
chance of doing) then the LucasArts 
lads might be tempted back... 


BUTTON- 
TASTIC! 


Dear The One, 

People and programmers keep com- 
plaining about how the Amiga 
doesn’t have enough fire buttons, 
when in reality it has 99. They’re 
called ‘keys’. 

Why do programmers disregard 
the keyboard? For a number of 
years | played games on the Spec- 
trum and never used a joystick once 
(mainly because | didn’t have one) 
and found it very easy to use. Take 
Street Fighter 2 - they used the key- 
board but they could have used six 
keys to mirror the Street Fighter 
controls. The keypad could have 
been used: 7 for a quick punch, 8 
for a medium punch and so on. 
They could also have included a 
SNES-to-Amiga converter for the 
SNES joypad. (No they couldn't 
have, it would have been hugely 
expensive. - Ed.) 

Mortal Kombat is coming out 
soon and this is my _ all-time 
favourite beat-’em-up, so a plea to 
the programmers of the conversion 
- please use the keyboard or provide 
a SNES joypad converter, use the 
hard drive and please make an 
A1200-specific version. 


Helen Lyons, 
South East. 


It’s a mystery why more games 
don’t include a keyboard option, 
especially in the case of games like 
Streetfighter 2. The weird thing is 
that often you find games are easi- 
er to play on keyboard rather than 
joystick, as you get more precise 
control over the action. Are you lis- 
tening, programmers? On the sub- 
ject of Mortal Kombat, look out for 
more news soon... 


NEW MEMBERS DISCOUNT - EXTRA £2.00 OFF 
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SEGA MEGADRIVE 












TWO SEGA JOYPADS 





SAME TIME AS THIS 


MEGADRIVE WITH SONIC PACK 


SEGA MEGADRIVE + THREE GAMES 







TWO SEGA JOYPADS 
SONIC TH.E HEDGEHOG 
EA ICE HOCKEY 










SEGA MEGADRIVE WITH SONIC 


& £20 OFF A GAME OFFER 


DEDUCT £20 OFF OUR PRICE OF 
ANY GAME PURCHASED AT THE 


& JOHN MADDEN FOOTBALL 


129.99 


£20 OFF ANY GAME 


129.99 





MEGADRIVE — EIRESHARK ove 16.99 SONIC 2 cccccccscsssscsseeses 29,99 
FLASHBACK ............... 35.99 SPEEDBALL 2............... 26.99 
GAM ES FLINTSTONES. as 0.99 SPIDERMAN srresettens 16.99 
HOSTS...... 24.99 STEEL TALONS ............ 29.99 
pedal thee sneoneses 29.99 GLOBAL GLADIATORS 35.99 STREETS OF RAGE ......28.49 
Oe oad) Bing, GOLDEN AS... 16.99 STREETS OF RAGE 2. ...34.99 
16.99 GRANDSLAM TENNIS ...27.99 STRIDER ...cssccssesocese., 19.99 
ALIEM S00 oc acc am See ‘ 
ALIEN STORM pare ene an ST Ut 16.99 eee reer eee eee eee 6. 99 STRIDER 2 Peek esse ees eese ees 35. 99 
lle ENS yee 1 ine 29.99 SUMMER CHALLENGE...29.99 
pope ee 29.90 JACK NICKLAUS POWER SUNSET RIDERS ......... 29.99 
fg a RPE eed ag 26.49 CHALLENGE GOLF ......29.99 SUPER HANG ON ......... 16.99 
pa ed 27.99 JOHN MADDEN ‘83 ....20.99 SUPER KICK OFF... 34.99 
Ae? Oe ee: 37-99 JUNGLE STRIKE. ......... 5.99 SUPER OFF ROAD RACER 22.99 
ae 35-99 KING OF THE MONSTERS 29.99 SUPERMAN .......1....... 5.99 
BEE ETE GG nog: PEMMINGE scrnes..--ctktie- 99 SWORD OF VERMILLIONS1.99 
BATAAN Bhi iane ce ge LHX ATTACK CHOPPERI29.99 TARESPIN..........-c004 28.4 
1888 COTUSEMBROGHALLEMESE SD, TARMANIAsiusinnme 55.99 
BUBSY BOBCAT ......... 20 fe 0 Cea me 
BULLS vs BLAZERS. 29.99 ee eeeeeeeeoeee . 9 TECHNO CLASH eeneeeeneoee 35.49 
MEGA-LO-MANIA ......... 35.99 TECMO CUP SOCCER ...90.99 
CAPTAIN AMERICA ......29.99 MEGA ee co 
CHAKAN 0.4.2... FT pend meee rey Ea Ny 
One Rone 39-9 MICKEY AND DONALD.. 29.99 HERO TURTLES oc. 34.99 
dae tae aha “20.99 MICKEY MOUSE........... 29.99 TERMINATOR ............... 29.99 
selene» a o4'gq MICRO MACHINES.......... 30.99 TESTDRIVE 2 rene 20.99 
SO RECRE ae. 342g MOONWALKER ..........- 16.99 THUNDERFORCE 4. ......29.99 
RUEEREAr og MUHAMMAD ALI BOXING 29. = wri oo 9.99 
perveresctnenes 99 MUTANT LEAGUE TOE JAM AND EARL.......29.99 
CYBORG JUSTICE......... 29.99 
CN a ere re ggg DOTBALL cic acpene 29.96 FOKE sco csas Gee sass. 16.99 
Te Nea NHL ICE HOCKEY ......... 29.99 TRANCER BANKER ......29.99 
cay ‘99 NHL ICE HOCKEY ‘93 ...29.99 TURBO OUTRUN ......... 16.99 
ee eee OLYMPIC GOLD ............ 29.99 TWO CRUDE DUDES......27.99 
ee ee PGAGOLF2 ............ 29.99 UNIVERSAL SOLDIER ...25.99 
SOR HCE. POPULOUS .................. 19.99 WARPSPEED ............... 29.99 
POWERMONGER ......... 29.99 WINTER GAMES............ 15.99 
QUACKSHOT. ......esesses0. oe OE 3 
DOUBLE CLUTCH PR ener eit 27.99 eeoe eter mene oem 99 WONDERBOY IN 
REVENGE OF SHINOBI 16.99 MONSTER WORLD ...... 29.99 
DRAGON’S FURY ......... Oe Be ar, 28 : 
ECCO (DOLPHIN) Yay atte 29. 99 woeeeeeneenene oo WORLD CLA Ss 
FUROR CLUE EDAIEICL to oo HORDHABH 2 620 5 LEADERBOARD...........-. 29.99 
Se aee Gc veer ROBOCOD GAMES POND 3100. ‘99. WORLD CUP ITALIA 80" 16.99 
eidall ys 9.99 ROLOTO THE RESCUE 29.99 WRESTLE WAR ............ 16.99 
SOO INTERCEPTOR buc0 SENNA SUPER MONACO 29.99 WWF WRESTLEMANIA...29.99 
ae cee 98 SHADOW OF THE BEAST 2 29.99. X-MEN. ........ccscsssesssone 29.99 
CUAL CARRIER hos GE meCE fas... 38.99 ZERO WING................. 16.99 
vaeeee SIDE POCKET ...............27.99 


BEGADNIVE EXTRAS 


QUICKJOY SG PROPAD 
(WITH SLOW MOTION AND 
TWO SPEED AUTOFIRE) 
12.99 


TURBO 2 
RAPID 
FIRE 
JOYPAD FOR MEGADRIVE 
(WITH AUTOFIRE & SLOW MOTION) 9.99 





SAITEK MEGAMASTER 11 
JOYSTICK WITH 
AUTOFIRE, SLOW MOTION 
AND 8 FOOT CABLE 
(MICROSWITCHED) 

21.99 





MONITOR LEAD FOR MEGADRIVE TO 
PHILLIPS CM8833 MK 2 MONITOR ......... 7.99 


SCART LEAD FOR MEGADRIVE - CONNECTS 
TO TELEVISION WITH SCART INPUT 
(GIVES MONITOR QUALITY PICTURE) ...9.99 
ACTION REPLAY PRO CARTRIDGE FOR 
MEGADRIVE (ALLOWS CHEAT CODES TO BE 
ENTERED TO GAME FOR INFINITE LIVES, 
CREDITS ETC.) 


GAME GENIE FOR MEGADRIVE (GAMES 
ENHANCER, ALLOWS CHEAT CODES TO BE 
ENTERED FOR INFINITE LIVES, CREDITS, 
ETC. BOOK OF CODES INCLUDED) 38.99 





MEGA CD wmisco 


GAMES - SOLFACE, COBRA COMMAND, 

SEGA CLASSICS (GOLDEN AXE, SUPER 

MONACO GRAND PRIX, COLUMNS) 
(PLEASE PHONE FOR Ae ipl 


249.99 


MEGA CD GAMES 
AFTERBURNER 3 ....-sssssssssesseessee 31.99 
BLACK HOLE ASSAULT ........s 31.99 
BK ROG ec seconcssale 31.99 
Lert eaten st 31.99 
PAAR MGMT cle. 31.99 
HOGK: acineressschecid avert asa 31.99 
JAGHIAK AUDIO Gssccssirionssetamivsert 35.99 
MUSIC VIDEO 1: MARKY MARK _...31.99 
MUSIC VIDEO 2: INXS ....sssseeecesss0 31.99 


MUSIC VIDEO : C & C MUSIC FACTORY 31.99 
MUSIC VIDEO : KRISS KROSS 


OR OVE icici sss skistatth acess thnyuasny 38.99 
PRINCE OF PERSIA ........ccscsseeneane 35.99 
ROAD AVENGER  ....ccscessesceneeeneens 31.99 
ROG ALESTE « sssccsisenednnssvasssvaners 31.99 
SEWER SHARK wi..cscccecsvaseosstenvens 42.99 
SHERLOCK HOLMES. ......:cccseeeeees 35.99 
TIMECTHINL. ....jluasersderntsanenrernenndeliday 31.99 
WOLPIGHILD i rrvccnseh teases. .s:tescoueue 31.99 
WONDER DOG... eecceesceeseeeneneene 31.99 


CALL NOW FOR OUR FREE 12 PAGE CATALOGUE 
O2aIT SF GBOOZO4 


SEGA GAME GEAR + 


COLUMNS GAME 


FREE MAINS ADAPTOR 





79.99 





G G G A Mi ES LEADER BOARD ......... 19.99 STREETS OF RAGE...... 19.99 
LEMMINGS ........ccseeseens 22.99 STREETS OF RAGE 2...24.99 
AGES ae ee 22.99 MASTER OF DARKNESS19.99 STRIDER 2 ..........csesee 24.99 
ALIEN SYNDROME 19.99 MICKEY MOUSE ......... 19.99 SUPER KICK OFF......... 24.99 
a MICKEY MOUSE 2 ......24.99 SUPER MONACO GP ...19.99 
BATMAN RETURNG...... 22.99 
BATTLETOADS............ 20.99 NINJA GAIDEN .........4. 16.99 SUPER OFF 
CHAKAN 94.99 OLYMPIC GOLD ......... 22.99 ROAD RACER ........00+ 22.99 
CHESS MASTER ..........13.99 OUTRUN EUROPA ...... 22.99 SUPER SPACE 
CHUCK ROCK .. 19.99 PRINCE OF PERSIA...... 22.99 INVADERS ........ccceeeeee 22.99 
COLUMNS i en PSYCHIC WORLD......... 13.99 SUPERMAN ........ccee0 24.99 
CRYSTAL WARRIORS _ 16.99 ROBOCOD ..........ceceeeee 24.99 TALESPIN .......sccsensnees 20.99 
DEVELISH 13.99 SHINOBI ........scecsesneaene 19.99 TAZMANIA ..........seeeeeee 22.99 
OK te : SHINOBI 2 ......scsceeeeeene2299 TENGEN WORLD CUP 
DONALD DUCK. .......... 24,99 
DOUBLE DRAGON ...... 24,99 SIMPSONS .....c.cseseseeeee 22.99 SOCCER visssisiissersccers 24.99 
GALAGA 2 24.99 SLIDER iiwiraccaranvaccanins 13.99 TERMINATOR. ............ 22.99 
ANIATORE. SOLITAIR POKER.........13.99 TOM AND JERRY .........19.99 
GLOBAL GLADIATORS 24.99 
INDIANA JONES 3 ...... 22.99 SONIC 2 dsvcnceracsumarunns 22.99 WIMBLEDON TENNIS ...22.99 
JOE MONTANA (U.S.) SONIC THE HEDGEHOG24.99 WONDERBOY - 
g9 SPIDERMAN .........600 22.99 DRAGONS TRAP ......... 24.99 


FOOTBALL. .....cesesceeeeees 19 





SUPER NES + MARIO 
WITH SUPER MARIO WORLD 


ONE JOYPAD 
SAVE £20.00 


ONE JOYPAD 
SAVE £20.00 


SUPER NES GAMES | 


AADDAMS FAMILY  .........ccceseeeeeseseenee 
ADDAMS FAMILY 2 - PUGSLEY’S 





SCAVENGER HUNT ........ccccssseeceeeensees 5.99 
AGURI SUZUKI F1 RACING.........:csecee 40.99 
ANOTHER WORLD _ .......ccccseessnersensvees 36.99 
AXELAY  vecsccssiin...eos.secsennuecenserersneces 36.99 
heh: Reger oa aren areee remerreirerersr tect 35.99 
BART’S NIGHTMARE. .......cccsceceeeeseaes 39.99 
BATMAN RETURNS. .......csssccnsseenseersens 39.99 
BATTLECLASH (SCOPE 6 GAME) ....... 32.49 


BEST OF BEST CHAMPIONSHIP KARATE 40.99 
99 





BLUES BROTHERS. ...........sccscscscesesees 36. 
BUBSY BOBGAT « sivsistscssccccsnesnnposccvses 40.49 
CHESSMASTER ..siccctossccccsdnevonvssebecesne 36.99 
TOVSSEEMA TOO, onccdteites ccsconcucscrnrstssescnsas 39.99 
DESERT STRIKE  ........ccccssscsecscscvecsens 35.99 
EXHAGIST HEA Tirsesscsss.....ebeieapee eek 39.99 
Cer 27 er oe i ee 32.49 
JIMMY CONNORS’ PRO TENNIS TOUR 37.49 
JOE & MAC - CAVEMAN NINJA............ 42.99 
JOHN MADDEN ‘93 ........cccecseeeeeeneneees 35.99 
PCIE so ics cosksakicnskesmeatburcvawsbsdrassess 35.49 
KING ARTHUR’S WORLD  .........csseeeees 36.99 
KRUSTY’S FUN HOUSE ............cceseneee 36.99 
BEMIMINGIG eoscdeccciciesayccsiescoisictosswnc 40.99 
LETHAL WEAPON .........cccsccccsesoreneneees 39.99 
MAGIC SWORD. ...ccccuscisserscctvensercessases 40.99 
MARIO PAINT WITH MOUSE ............... 48.99 
MICKEY’S MAGICAL QUEST .............+5 48.99 
NHLPA ‘93 ICE HOCKEY ..........0.0ececeeee 35.99 
PEBBLE BEACH GOLF _ ..........c0cseeeeee 40.99 
PGA TOUR GOLF ........ccscecsessssrscrecsees 35.99 
PILOT We Grebicakccuts «+. 0ccgteitiuetabadiitinns ses 32.49 
QUICKJOY SN 
PROPAD FOR 
SUPER NES 
(WITH SLOW 
MOTION AND 
TWO SPEED 
AUTOFIRE) 
12.99 





SAITEK MEGAMASTER 1 JOYSTICK 
FOR SUPER NES WITH AUTOFIRE, 
SLOW MOTION & 8 FOOT CABLE 21.99 


GAMEBOY 


GAMEBOY + TETRIS 





WITH TETRIS GAME 
TWO PLAYER LEAD 







GAMEBOY 
WITH NO EXTRAS 





SUPER NES + STARWING 
WITH STARWING GAME 


STEREO HEADPHONES, BATTERIES 


109.99 





109.99 





PET FIGHEEGR secnexsuisigsorccrs. Aheedvecvesoeys 45.49 
POWERMONGER .........ccsscccnesseneecenens 42.99 
PRINCE OF PERSIA ..........cccseeseseeceeees 99 
ROAD RUNNER (LOONEY TUNES) ...... 40.99 
ROU RRR loc: See eee c= 32.49 
SPIDERMAN AND X MAN ......cceeeeeeeeeee 39.99 
STAR WG «int crocscrncoceconigaebieehtstte ness 39.99 
STREELEIGHTER LG. ...onsutdicccacsssnsareiveteas 49.99 
SUPER BATTLETANK ........ccccsseeeseenens 37.49 
SUPER GHOULS AND GHOSTS +0249 
SUPER JAMES POND ..... 31.99 
SUPER MARIO KART ..... 02.49 
SUPER MARIO WORLD .. »+.36,99 
SUPER OFF ROAD RACER «».36.99 
SUPER PANG .......0:..00000 .-.40.99 
SUPER PARODIOUS..... ---40.99 
SUPER PROBOTECTOR .. »+.36.99 
SPEER RET PES crits a+00scdnbinehansinaies seas 32.49 
SUPER SMASH TV.........:csscesscnsessecenees 36.99 
SUPER SOCCER iiss ccscscensssercecoseccvensh 32.49 
SUPER STAR WARSG............sccceeeeseenens 40.99 
SUPER STRIKE EAGLE on... ccccssessseseees 41.99 
SHRINE SAVVING cchnasonaes-noecbussuessrysitysinsne 38.99 
SUPER TONING: pecwcscce sev dsedsutvereasctacnre’ 32.49 
SUPER WWF WRESTLEMANIA .......+.06 39.99 
TREES PRE i cansat septs vaseracnusebasenduiaint 31.49 
TINY TOON ADVENTURES ..........ccsseeee 39.99 
TROD DE es... cccsenserenstaipnonscneesene 34.49 
UL TERRA ete avs nibs an woe tebe scnennvamsll 27.99 
UN SQUADRON ........ccsesercesesseereenereene 40.99 
WARPSRE Eitan sce s.scccestusitas os++sdeenee 34.99 
WING COMMANDER .........:seecsnseeserneens 40.99 
WORLD CLASS RUGBY ........c0:cseseeeene 38.99 
WORLD LEAGUE BASKETBALL ......... 32.49 
ZELDA 3 - LINK TO THE PAST .......0008 32.49 


PACK OF THREE SUPER NES PLASTIC 
PROTECTOR CASES FOR 
CARTRIDGES. PROTECTS 
CARTRIDGES FROM MOISTURE AND 
DUST (COLOURS MAY VARY) 5.99 


GAME GENIE FOR SUPER NINTENDO 
(GAMES ENHANCER, ALLOWS CHEAT 
CODES TO BE ENTERED FOR INFINITE 
LIVES, CREDITS ETC. 

BOOK OF CODES INCLUDED) 37.99 


SCART LEAD FOR SUPER NES TO TV 
WITH SCART INPUT (GIVES MONITOR 
QUALITY PICTURE) ...........cccsceeees 9.99 


NINTENDO STEREO AUDIO/VISUAL 
LEAD FOR SUPER NES (INCLUDES 
SCART/EURO RED/YELLOW/WHITE 
PHONO STEREO & VIDEO LEAD) 9.99 





99 





39.99 


GAM E BOY GARGOYLES QUEST 12.99 R-TYPE  .......ceseneenees 21.99 
GEORGE RADAR MISSION ...... 19.99 
GAM ES FOREMAN’S BOXING 23.99 ROBIN HOOD............ 20.99 
GOL Roe rerscunspyaniasse 17.99 RODLAND ........0000 22.99 
PATE ricci ener enana es 23.99 JACK NICKLAUS SIDE POCKET ......... 19.99 
ALLEYWAY.....:c0crsseee T2989 GOLF isc escuccecscrscas 20.99 SOLAR STRIKER ...... 12.99 
ASTEROIDS .........0 14.99 JIMMY CONNORS PRO SPEEDBALL 2 ......... 23.99 
BALLOON KID ......... 19.99 TENNIS TOUR .......... 20.99 SPIDERMAN2 ......... 23.99 
BART VS KICK OFF .....eccseneees 21.99 STAR HAWK ........000 15.99 
JUGGERNAUTS .......... 23.99 KID DRACULA ......... 21.99 STARTREK  .......0000 24.99 
BATTLE OF OLYMPUS22.99 KIDICARUS ............ 19.99 STAR WARS ............ 21.99 
BATTLETOADS.......... 20.99 KIRBY’S SUPER HUNCHBACK 22.99 
BEST OF BEST DREAM LAND ........... 19.99 SUPER MARIO LAND 19.99 
KARATE. ...ccsersseeseeees 20.99 KRUSTYS FUN SUPER MARIO 
BILL AND TED’S HOUSE... ccncrcassnadenne 15.99 LAND 2.......cccscvecvarcns 24.99 
EXCELLENT KUNG FU MASTER ...10.99 SUPER OFF 
ADVENTURE ............ 15.99 LEMMINGS. ............. 21.99 ROAD RACER ........000 23.99 
BLUES BROTHERS ...20.99 MARBLE MADNESS...20.99 SUPER RC PRO-AM...21.49 
BOULDER DASH ...... 21.49 MARIO AND YOSHI ...19.99 TENNIS  .......ccceseeees 18.99 
BURAI FIGHTER DELUXE12.99 McDONALDLAND ...23.99 TERMINATOR 2......... 15.99 
CASTLEVANIA ......... 13.99 MERCENARY FORCE 21.49 TINY TOON 
CASTLEVANIA 2 ...... 24.99 METROID 2..........000 12.99 ADVENTURES ............ 20.99 
CENTIPEDE  ........00e 15.99 MICKEY MOUSE ...... 20.99 TIP OFF 
CHESSMASTER ...... 19.99 MOTORCROSS MANIACS13.99 (BASKETBALL)......... 22.99 
DOUBLE DRAGON 3 23.99 NEMESIS 2........:000 21.99 TRACK AND FIELD ...23.99 
DR FRANKEN............ 22.99 NINTENDO TURRICAN ......0sseeeeee 19.99 
DR. MARIO .......s0000 19.99 WORLD CUP .........0 19.99 ULTIMA RUNES......... 21.99 
DUCK TALES. .........02 20.99 OTHELLO ...........00 12.99 UNIVERSAL SOLDIER 19.99 
DYNA BLASTER ...... 10.99 PARASOL STARS...... 22.99 WIZARDS & 
EMPIRE STRIKES PARODIUS ........ceeee 24.99 WARRIORG..........0008 19.99 
BACK | casssissvnseneennnens 20.99 POPULOUS........s000 22.99 WWF SUPERSTARS...20.99 
F15 STRIKE EAGLE ...22.99 PRINCE OF PERSIA...20.99 WWF SUPERSTARS 2 23.99 
FORMULA 1 RACE PRINCESS BLOBETTE12.99 ZEN - INTERGALACTIC 
(WITH FOUR PLAYER PROBOTECTOR ...... 20.99 NINJA wierrccccssneesenens 21.99 
ADAPTOR) .......seeceeees 24.99 QIK shaviecccenanveseneusinns 10.99 


We only supply official UK products. Official suppliers of all leading brands. 
We sell games and peripherals all at amazing prices for Megadrive, Master System, Game Gear, Super NES, Gameboy, NES, 
Lynx, Amiga, Atari ST, PC, CD ROM and Apple Mac. And we sell T-shirts and cuddly toys! 
Special Reserve Club Shop at The Maltings, Sawbridgeworth, Herts. Open to 7pm Weekdays and to 5pm Saturdays. 














Snecial Reserue lesisbions cas aia ol! Bsa: ae OM 
READ ‘NRG Regular Club Magazine 
"CHOOSE from our Huge Selection 
~+ BUY at Best Possible Prices 
~* SAVE with our Special Deals 
~# SAVE more with our XS Coupons 
“~ WIN £60,000 worth of prizes FREE 
JOIN now from just £4.99 


We only supply members but you can order as you join 


There's no obligation to buy and you can be any age. 
Just send in the form below or phone Sales.on 0279 600204. 


As a member of Special Reserve you'll receive regular issues of 
NRG magazine. NRG is our 48 page colour club magazine sent bi- 
monthly only to Special Reserve members. NRG contains: 


1. The best selection of games, peripherals and hardware for all 
popular formats. We are official Sega, Nintendo and Sony stockists. 
Reviews in colour and latest information on new products 
Charts and Release Schedule, to help you choose and plan’ 
The best prices. Just one purchase will save you your joining fee 
Hundreds of Special Offers. Top games at prices you won't believe 
XS Super Savers. Money-off coupons worth over £180 a year 
£60,000 worth of prizes per year in our FREE-to-enter BIG 
TARGET COMPETITIONS. That's £10,000 worth in every issue of 
NRG, exclusive to members. 


That's why over 160,000 people have joined Special 
Reserve, the biggest games club in the World! 


0279 600204 


9am to 8pm Weekdays, 9am to 5pm Saturday, 10am to 5pm Sunday 
10am to 5pm Bank Holidays. Order/Confirmation/Receipt sent for every order. 


THERE IS A SURCHARGE OF 50p PER GAME ON TELEPHONED ORDERS. 
You can also Fax your order to us on: 0279 726842 


We pride ourselves on our after-sales service. (18 customer service lines) 
Inevitably some games listed may not yet be available. Please phone sales on 
0279 600204 to check availability before ordering. In the event of delay we issue 
refunds on request at any time prior to despatch. We reserve the right to change 
prices without prior notification. E .& O.E. 


Registered Office & Club Shop: Inter-Mediates Ltd, 2 South Block, The Maltings, 
Sawbridgeworth, Herts. CM21 9PG. 


All prices include VAT and carriage to UK mainland. See base of order form for 
overseas surcharges. We supply hardware only to UK mainiand addresses. 
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MEMBERSHIP FEES 6 MONTHS = ONEYEAR TWO YEARS 
TRIAL ANNUAL —WITH FREE 
MEMBERSHIP MEMBERSHIP HARD BINDER 
UK MEMBERS 4.99 io 14.99 
OVERSEAS EC MEMBERS 6.00 10.00 20.00 
OVERSEAS WORLD MEMBERS 7.00 12.00 24.00 
Bi ae oe ae aah a Re ea te 


WE ONLY SUPPLY MEMBERS BUT YOU CAN ORDER AS YOU JOIN. | 
I THERE IS A SURCHARGE OF 50p PER GAME ON TELEPHONED ORDERS. 
(PLEASE PRINT IN BLOCK CAPITALS) 








NEW MEMBERSHIP FEE (ANNUAL UK 7.99) 


I 
i JEST . 
( 
jName__ ee 
I Address oad Woo is 
I 
———— ——- I 
I 
wp lS a ees Sie cL 
Phone Machine Le 
I 
Enter membership number (if applicable) or I 
I 
I 








‘hiss PRICES INCLUDE UK POSTAGE & VAT 


| 
| Cheque/P.O./Access/Mastercard/Switch/Visa (Switch Issue No ) 
I I 
{MERERRRE RE So SaRREeS:, 
I I 
1 Card I 
expiry date Signature 

I 


Cheques payable to: SPECIAL RESERVE 
P.O. BOX 847, HARLOW, CM21 9PH 


Overseas Orders Surcharge (EC or World): Software orders 
please add £2.00 per item. Non-software items please add_ | 
25%. Hardware items supplied to UK mainland only. 
Overseas orders must be paid by credit card. 


(ie 


* 


BU St NE SS 


C D 








Not only is the Amiga CD32 the first ever 32-bit 
console, it’s also the first ever stand-alone CD 
machine. David Upchurch takes a look at the box 
of tricks that Commodore hope will revolutionise 


the way we play games... 


t's hard to keep a secret in the computer and 
software industry. You know how it goes - one 
person knows something which they tell a 
close friend in strictest confidence and they 
then tell to one of their close friends and, 
before you know it, everyone knows. 

Such was the situation with Commodore and 
their CD-based console. For a long time it was pret- 
ty much common knowledge that they had one 
in development and rumours abounded as to what 
its specs were, how much it'd cost and when it'd 

be released. 
Well, at last we know answers to quite a few 
those questions. At last, Commodore's Amiga 
CD32 is here. 


oon 


The official World launch of the Amiga CD32 took 
place on the 16th of July 1993 at the Science Muse- 
um in South Kensington. As | write this, though, 
that date is still two weeks away and several days 
after this issue has gone to press. 

However, Commodore (perhaps recalling the 
slight annoyance of certain journalists when the 
A1200 was unveiled a day before it went on sale, 
meaning that the first reports about it appeared 
long after it had turned up on the shop shelves) 
had the foresight to invite members of the Amiga 
press down to their Maidenhead HQ to preview the 
new Amiga CD32, enabling them to get stuff into 
print to tie in with the machine's launch. 








































Which is why, 
at 11am on the 
- 24th of June, |, 
along with many 
other eager 
journos, am sitting 

in Commodore’s 
boardroom, keen to 
see the next stage in 

the Amiga’s evolution. 
After allowing the travel- 

weary hacks time to sup a 
couple of cups of coffee or 

- good grief - cans of Bod- 
dington’s ale, the joint Gener- 

al Managers of Commodore UK, 

a slightly wary David Pleasance 
and a quietly confident Colin 

Proudfoot, enter the room. 

The presentation starts with Plea- 
- sance detailing how Commodore is 
restructuring in light of the recent 
announcement of huge losses for 
the last financial quarter of the 
year. It’s interesting enough 
and manages to dispel all 
_ those daft rumours of 
Commodore’ going 
bust but - as far as 
| this journalist is con- 
cerned, anyway - it’s 
' not what we’re 
there for. 

After some questions 
from the floor mat- 
' ters move on and, at 
last, we get to see the 
A Amiga CD32... 

-.../n a manner of speaking. 
7 Two photographs are handed 

~ out, one set per hack, along with a press 
release and specifications list. It soon transpires 
that we are not going to see the machine ‘in the 
flesh’ - that joy is being reserved for the afore- 
mentioned World launch. Ah well, it’s better than 
nothing... just. Still, what we're told is more than 
enough to get the juices flowing... 


In David Pleasance’s words, the Amiga CD32 is a 
“double whammy’. It's not only the World's first 
mass-market 32-bit console (the Megadrive and 
Super NES are 16-bit), it’s also the first console 
designed to be run purely off CD. Obviously, given 
the limited information provided, | can't give you 
a full low-down on the machine's capabilities, but 
here’s what | know so far... 

To be honest, it’s not the most impressive-look- 
ing machine ever. Surely Commodore couldn't 
chosen a sexier casing colour than gun-metal 
grey? The Amiga CD32 is a compact little baby, 


though - it takes up no more space on your table- 
top than a copy of The One. 

The guts of the machine are essentially those 
of the A1200. The CPU is a MC68020 running at 
14MHz, the on-board RAM totals 2Mb and the 
AGA chipset permits up to 256,000 colours on- 
screen from a palette of 16.8 million. In terms of 
raw processing power and graphical quality it’s 
far superior to the Mega CD and just about any 
other CD games machine for that matter. 

The CD drive is top-loading. It’s capable of run- 
ning at two speeds, roughly 150K/second and 
300K/second. This high-speed is very important. 
Not only does it mean that games will load faster, 
it also means that the CD32 should be able to pull 
impressive animations off disk with no problems. 
The CD32 can also play audio CDs and CD+Graph- 
ics, provided you link it up to your stereo. 

Control is via a Super NES-style joypad, com- 
plete with six firebuttons and a ‘start/pause’ 
switch. This was a wise move, as the Super NES 
joypad is widely considered to be the best around, 
simply because of the range of control it provides. 
There’s room for two joypads to be connected, 
although whether two will be provided initially is 
unknown at this point. 

According to Commodore, the CD32 will be 
released at the end of August and retail for the 
staggeringly low price of £299.99. 


The CD32 is equipped with a large expansion port 
to the rear of the machine. It’s probable that a 
keyboard and floppy drive will be released for the 
machine sometime in the future, although Com- 
modore would neither confirm or deny this. (Com- 
modore also plan to release a CD-ROM drive add- 
on for the A1200, which may be available before 
Christmas.) 

Most excitingly, the CD32 is capable of accept- 
ing an MPEG standard Full-Motion Video add-on, 
giving the CD32 the ability to pull TV-quality ani- 
mations off CD. Commodore hope to have this 
FMV expansion ready in time for the machine's 
release or, failing that, just after, which will retail 
for around a further £200. 


There will be two games bundled with the CD32, 
although Commodore isn’t saying what they are 
yet. In addition there will be 18 new games avail- 
able on the day of the machine's release, includ- 
ing such juicy morsels as Zool 2, James Pond 3 and 
Jurassic Park. Quite how these games will be 
enhanced to take advantage of the CD32’s power 
and storage capabilities is unknown. Commodore 
expect the price of software to start at £19.99, 
averaging at around £29.99. 


Going on what we know so far, the Amiga CD32 
sounds a very exciting machine. Sure, £300 is a 
lot to pay for a games machine, but it’s substan- 
tially cheaper than the Mega CD yet far more 
powerful. Of course, without software the 
machine’s useless but it appears that there will be 
a wealth of titles available for it from launch. Let's 
hope they actually put the CD to good use, rather 
than just giving us the same game we could've 
played on floppy but with a CD soundtrack 





i 2 ee ee | ; 
lt ae | 4) Fj ii oie Gueke & 
any an @ : oe - om | 


A report from the CD32’s launch party, more info 
on forthcoming games, an in-depth look at its 
specs and a comparison with rival CD systems! 


FEATURE 


So why all the excitement? What's so brilliant 
about CD? Well, quite a lot, actually... 

ACD is a data storage medium just like a 
floppy disk or a hard disk. But whereas a flop- 
py can store 880K of data and a typical hard 
disk can store 80Mb, a CD can store around 
600Mb of data - that’s the equivalent of over 
700 floppy disks! The only drawback is that 
the data is read-only, i.e. you can’t write 
information onto the disk. 

What this means is that you can have vast, 
deep games, with loads of sexy animations 
and graphics, all accompanied by a CD-quality 
soundtrack. And just think - you’ll never have 
to swap disks again! 

From the software houses’ point-of-view 
CD is a dream come true, as it’s near impossi- 
ble to pirate them (unless you've got a suit- 
case full of floppy disks). And the good thing 
about that for the consumer is that because 
the pirates aren't stealing the companies’ 
profits, CD-based games should cost no more 
and maybe even less than floppy-based 
games. Huzzah! 





It seems like the whole software industry has 
fallen in love with the Amiga CD32. Here’s 
what some of them are saying... 


“The Amiga CD32 provides a brilliant 
platform for software publishers, offering the 
cutting edge in graphics, sound and data 
storage. This new product is destined to be a 
sure-fire winner.” 

David Ward, Ocean Software. 


“This is the most exciting technology. I'm 
sure that with Commodore's track record the 
Amiga CD32 will be a tremendous success.” 
Geoff Heath, Mindscape. 


“This is without doubt the best news publish- 
ers could have. It gives us the opportunity to 
develop stunning CD games for what is the 
most affordable CD platform.” 

lan Stewart, Gremlin. 


“The Amiga CD32 easily beats its rival CD plat- 
forms with 256 colours, high CPU speed and 
double-speed CD drive. And the big bonus is 
all that lovely RAM to play with!” 

Andrew Hewson, 21st Century Entertainment. 


“The Amiga CD32 will set new standards for 
power and value. It allows us to develop 

more potent and inventive games with higher 
production values.” 
Michael Hayward, Millennium. 


SS 2N ES fa. dO 





. Seeternrane 
PPrr iL tLe Li Le 
a¢eeeenaaeeen Peewee 


i loads of 


WIN THIS AMAZING bos aay 
32 BIT WONDER ei. WIN A SUPER NINTENDO + STARWING 


0839 406064 THE LATEST SNES ACTION CAN BE YOURS 
a <) 0839 406051 


TENNIS RACQUET 
WIN ONE JUST LIKE 
AGASSI USES! 


0839 406068, _ 


















WRESTLING 
VIDEOS 


SUPER NINTENDO + STREETFIGHTER II! 
ALL THE ARCADE ACTION IN 
YOUR OWN HOME! 


RALEIGH ACTIVATOR 
VA ANT JUlLRER MUUNIAII BUINE 03839 406061 





0839 406059 


0839 406062 





0839 406057 
| 2 


GET YOUR. 
HANDS ON 
THIS GREAT 


WIN £150 WORTH OF.GAMES! CONSOLE! 


RUN RIOPAN A GAME STORE! 
0839 406066 0839 406052 


WIN A STREET 
FIGHTER I JOYSTICK 
OR THE JOYSTICK OF 

YOUR CHOICE UPTO £70 


0839 406065 








other times). Multiple choice questions. Max possible cost £3.60. Please be sure that You have permission to make | 
| this call. Ends 30.9.93. Bar Code Battler, Nintendo, Sega, Amiga, Streetfight@mil, Starwing and Donnay are allregistered trag@migrks of their respected | 








_ bunch of teenagers ’ ‘grow up’ and learn the 
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You'd be hard pushed to find any- 
thing on Earth which is tougher 
than Arnie and if this film is any- 
thing to go by even the aliens are 
scaredy-cats when it comes to hav- 
ing an altercation with the Austrian 
muscle factory . That’s not to say I'd 
advise you to spill the Predator’s 
pint - with his special invisibility 
powers and insatiable appetite for 
killing, your only chance of fifteen 
minutes of fame would come from 
displaying your insides on the out- 
side on a News At Ten slot. 

Activision published the com- 
puter game and it’s pretty much 
your standard film conversion, 
albeit without the obligatory driv- 
ing section (don’t worry, those 
come later). In a radical step away 
from Schwarzenegger computer 
games, you play Arnie as he ven- 
tures forth into unknown jungles, 
taking out any enemy troops and 
avoiding the attentions of the ini- 
tially invisible Predator. Yes, we're 
in familiar sideways scrolling terri- 
tory here but back in those days we 
didn’t know how familiar this type 
of thing would become so we'll 
forgive it. 

But - hey! - we haven’t men- 
tioned the computerised Arnie, so 
let’s talk about that, shall we? As 
I've mentioned, you can’t go wrong 
with combat gear, a flat-top and 
some extraordinarily large muscles 
here and there and in those 
respects the game serves Arnie 
well, we think. But after the relative 
success of the game they call Preda- 
tor, things go horribly wrong... 
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THE RUNNING MAN 


Written by Stephen King, the sup- 
posed master of horror, The Run- 
ning Man combined a pessimistic 
and bleak society of the future with 
all the glitz and glamour of Strike It 
Lucky. In it, Mr Schwarzenegger 
played a framed cop who escapes 
from prison only to be recaptured 
and offered the chance of freedom 
if he takes part in the ultra-violent 
gameshow, where victors are 
offered a new life on an exotic island 
and losers get an all-expenses-paid 


trip to a seven-by-three 
holiday chalet which is 
deposited in a nice, safe 
underground grave-thing. 

Of course, there’s tons of violence, 
plenty of action and loads of the 
infamous ‘hilarious’ one-liners along 
the way - indeed, when Arnie threat- 
ens, “I'll be back,” the gameshow 
host responds with a cool, calm, 
“Only in a re-run.” Laugh? | didn't. 
So how do you translate The Run- 
ning Man into a playable computer 
game? Well, don’t ask developers 
Emerald Software because they obvi- 
ously didn’t know. And, judging by 
the low quality graphics, | would 





TERMINATOR 2 


In the dark days before dinosaurs 
ruled the cinema screens, Termina- 
tor 2 was generally regarded as one 
of the most technically impressive 
films of all time. Mass-media mag- 
azines ran countless features on the 
stunning effects and if | had £1.73 
for every time one of their clueless 
journos explained that they were 
achieved using a “complex com- 
puter process known as morphing” 
then I'd have £27.68. Everybody 
knows that. 

But did you know that Kevin Bul- 
mer (Mr Legends Of Valour) coded 
Terminator 2? Well, now you do, 
but don’t whatever you do mention 
it to him in the pub unless he’s 
drinking from a plastic tumbler as 
he’s a tad embarrassed about the 
whole affair. And quite rightly so - 
a huge pile of steaming excrement 
played better than this, and it smelt 
better too. Design-by-numbers was 
a phrase invented by T2 and by God 
it showed. 

Once again we’re into the 
almost-but-not-quite syndrome. In 
some sections the game’s hero 
looks okay, in others not-so okay. 
Like Total Recall, the sprite is quite 
squat and you can’t help thinking 
that when (not if) someone decides 
to do an Arnie cartoon then the 
Amiga version of Terminator 2 
won't be far removed from that. 


tikeness..__ 5/10 | 


have thought that Arnold paid them 
to make the main sprite look and act 
completely differently to him. 

If you had to describe the real Mr 
Schwarzenegger to others solely on 
the basis of the computerised ver- 
sion you’d equip him with breasts, 
a severe weight problem and a walk 
which looks as if he’s trying to carry 
two bags of sugar between his but- 
tocks. In fact, the only thing consis- 
tent between the game and the film 
is the yellow and grey suit. Pathetic 
in every way. 


Likeness... 1/10 
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After appearing in several mindless, 
violent action films where all he got 
to do was run around in army 
clothes or unbelievably crass leather 
trousers, Arnie decided it was time 
for change. Off came the elitist 
strides and shades and on came 
some designer suits and a ‘unde- 
tectable’ Russian accent as Arnie 
ventured into the cut-throat world 
of American cops. 

The film itself wasn’t much cop 
(ha-ha!) but it was, erm, ‘different’ 
in one major way. As far as I’m 
aware, it’s the only film in which 
Arnie gets his bum out. Whether or 
not that’s a good thing is, up to you 
but I thought I’d mention it anyway. 

Following closely to the film (as 
most conversions should), the game 
kicks off in much the same ‘nudey’ 
way, although because it’s designed 
in true cinematic widescreen mode 
(read ‘no legs mode’), developers 
Special FX ensured that no graphic 
artist had to suffer touching up the 
Austrian’s buns, a task which no 
artist should be put through. 

There are some nice digitised 
shots of The Big Man between lev- 
els and the main sprite really does 
look like Arnie so it seems that this 
game isn’t so much a raw deal but 
more like a well done deal. He does 
tend to lurch through the levels in a 
kind of drunken stupor but on like- 
ness alone you couldn't really ask 
for much more apart from full- 
motion video. And that’s just being 
flippant. 





This Arnie extravaganza was as confus- 
ing as that Dallas sub-plot when they 
brought back Patrick ‘I can only work in 
American Soaps’ Duffy by inventing 
weird dream sequences and chucking 
any realistic content firmly out of the 
window. One minute Arnold's caught in 
a drug-induced dream world, the next 
everyone’s trying to kill him. Who knows 
what's going on? Certainly not me, who 
just sat back and lapped up the over- 
the-top violence. 

Opinion is divided over the film as a 


FEATURE 


whole. Some found it hard to get 
their head round the story, others 
were put off by the clichéd Holly- 
wood ending and Doctor Who 
props and locations. 

The game, though, was less of a 
problem. After the phenomenal 
success of their Batman licence, 
Ocean decided to stick with what 
they knew and pump out a by-now- 
standard multi-level affair with - 
yes! - driving bits in it. As a result, 
many gave it a decidedly average 
thumbs level. 





As for the sprite, well, it sort of 
is Arnie but it doesn’t really look 
like him, does it? You can’t help 
thinking that had Arnie commis- 
sioned these graphics as a portrait 
of himself then the artist would 
have been severely reprimanded or 
even had his ear cut off. There is a 
mild resemblance but that’s only 
because you know who it’s meant 
to be and if Arnold had committed 
some sort of heinous crime then 
this is probably the picture he'd like 
to be shown on Crimewatch. 
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No other magazine covers Sega Megadrive and Mega CD 
like the “all new” Megatech > Reviews from the cutting edge 
> Hyper game previews > Massive tips from the Technique 
Zone > Plus razor sharp writers with Haircuts to match. 


Megatech on sale the 20th of every month 
It’s head and shoulders above the competition! 
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ry as he might, Brian couldn't bring 
himself to tell Doris about the changes 
he was going through. She could see 
that something was wrong, but every time 
she tried to talk to him he turned away. 
Then one day she returned home from work 
early to find him in bed. Yes, in bed with a 
magazine. “I can't hide it any more” he said 


rN 
\Unr tl . i TH to her, tears welling in his eyes, “I'm in love 


with this month's Work In Progress”. And 
who can blame him? 


BpvuRK IN PROGRESS 


You want a graphic adventure? You got it. You want Blade Runnerke 
atmosphere? You got it. You want Dave Gibbons sex-like graphics? You 
got it. You want a flame-grilled quarter pounder the way you like it? Sod 
off elseware. But before you go, travel with Simon Byron to have a quick 
look over Revolution Software’s latest hot project. 


David Upchurch gets a dose of cockpit cramp as he squeezes into theat- 
est project from DID. TFX is a quite literally super-realistic, texture-mapped, 
bloody-hell, fighter pilot sim thing that'll. © get you foaming. Get your 
brain ready for a 3D onslaught and take off. 


Simon Byron gets his metal codpiece on and prepares to wade throwgn 
hundreds of nasty thugs, all of whem are waiting to puncture his brain. 
No, he’s not going to a Bournemouth disco but taking a gander at ICE's 
official conversion of the gratuitously violent Bally/Midway arcade hit. 


Nothing lasts forever, but fortunately Gremlin have given you a second 
chance to create the perfect world with Utopia 2. Simon Byron looks down 
from above, points his finger on that appointed place and immediately 
screws everything up nice and proper. — 





Take one large bowl. Add a big piece of American Football, a lump=ef 
Speedball 2 and mix in a number of nasty, well-hafd monsters. Mix until 
resembling fine breadcrumbs and then bung it in a box. Voila! Millenni- 
um’s latest bone-crunching offering. David Upchurch gets his shoulder- 
pads on. 





“The sun always shines on TV”. That’s what the A-ha lads said, and how 
right they were. It’s almost as if Morton himself had looked down and 
blessed us with some very-exciting-indeed-I-can-tell-you mini WIP’s. Wear 
you socks on the outside of your jeans and let Big Matt and Sexy Simon 
take you there. 4 





A. ow eee 1 dD Bh 


BS oat 


oe 





WORK 





ast week | received a 

phonecall from a strange 

voice instructing me to 

rendezvous at Hull railway 

station the very next morn- 
ing. No problem, | said, and set off 
home to get a good night's kip. But 
that night Mr Irritating Cough set 
up base in the back of my throat, 
forcing me to splutter half my 
lungs across my bedroom and 
ensuring that | couldn't have slept 
less if I'd stayed awake. 

It turns out that there’s no direct 
train to Hull so | had to change at 
Doncaster and wait thirty minutes 
for a connection which would duti- 
fully whisk me towards the strange 
voice. Seizing the chance to pur- 
chase some extortionate sarnies, | 
headed for the Quick Snack food 
emporium which was filled with 
screaming kids attempting to gain 
some enjoyment from a Final Lap 
2 machine running on demo mode. 

Obviously one for supplying 
cheap arcade machines, Quick 
Snack’s racer proudly displayed the 
fact that ‘Up to one players can 
race each other simultaneously’. 
Remarking to myself that that’s the 
sort of place where VR machines 
will turn up in a few year's time 
with only one helmet between two, 
| popped back to the platform and 
waited. And waited. 

Upon arrival at Hull | received a 
note instructing me to make my 
way to Revolution Software’s HQ 
where Charles Cecil, Revolution’s 
MD, shook my hand firmly and 
expressed his pleasure at me sur- 
viving the hazardous journey. After 
making sure that | hadn't been fol- 
lowed, Charles removed a bunch of 
keys from his pocket and unlocked 
an internal door. 

Then it hit me. No, not the door 
or the keys but a certain wave of 
emotion. Everyone at Revolution 
seemed to be genuinely enthusias- 
tic and confident and even | began 
to feel quite good about life. They 
must have something pretty smart 
under their sleeves, | muttered. 

How wrong | was. Pretty smart 
doesn’t even begin to describe the 
sheer excellence of Beneath The 
Steel Sky, Revolution’s second 
graphic adventure. After the incred- 
ibly successful Lure Of The 
Temptress, Charles and his team sat 
down to reevaluate the Virtual The- 

atre game engine which formed 
the roots of their revolutionary 
graphic adventure. 





They overhauled the interface, 
having decided that every object the 
game contained almost always had 
one relevant verb attached to it (i.e. 
in the case of a door, for example, 
you were only really interested in 
opening or closing it and any fid- 
dling around with an unlock com- 
mand became frustrating) and made 
a system which was so user friendly 
even computer-illiterate adults could 
get to grips with it. To unlock the 
door you should just have to click on 
a bolt and then the door - and that's 
the way they've made it. 

Add to that the harder, Cyber- 
punk-style graphics initially sketched 
by Dave Gibbons and some impres- 
sive animations and brilliant plotlines 
and you can see that maybe, just 
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Revolution Software: Charles Cecil, Dave Cummings 
(Design); Adam Tween, Steve Ince (Screen Animations); Steve Oades, 
Paul Humphreys (Sprite Animations); Tony Warriner, David Sykes, 
jim Long (Programming); Dave Gibbons (Screen/Additional Sprite and 
Game Design). 
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(Above) There’s a strong element 
of humour contained in the game, 
most of which come from your 
sidekick robot pal Joey. But this 
bloke here is so mean that it’s 
laughable. If you remark on how 
nice his tasteless coat looks he'll 
tell you exactly how it was made - 
from beavers’ skin. And what's 
worse is that he’s proud of the fact 
they were the last ten in existence! 


Another impressive feature of the 
game is the sheer range of anima- 
tions. In one scene, Foster has to 
change into a protective radiation 
suit but rather than taking the 
Monkey Island easy way out and 
disappearing behind a tree or 
something, our hero actually 
removes his clothes on-screen, 
revealing a rather tasteless 
‘sweater’ beneath. 
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REVOLUTION 


Hull wouldn't seem to be the ideal place to set up a band of crack-pot coders who are keen to 
blow every major graphic adventure producer out of the picture but, as Simon Byron finds out, it 
looks like Revolution Software are the nuclear weapons of the software industry. 


maybe, Beneath The Steel Sky will tained in the game and each one has 
finally bring the Adventure Trophy to go through lengthy transforma- 
back across the waters to England tions before they reach the stage you 
where it belongs. see dotted around these pages. “The 
You play Foster, an orphan who’s_ artwork has been coming in since 
survived a disastrous helicopter about October time. It takes about a 
crash and been adopted by acom- day to paint each one,” claims Adam. 
munity living in a harsh and desolate On top of all the static screens 
place known simply as the Gap. there are hundreds of animations 
Many years later, a group of combat which enhance the feeling of reality. 
soldiers turn up and demand that Lights will flash, machinery will cycle 
you travel back with them to the through whatever operation it’s cur- 
futuristic city from whence he came, _ rently performing and even the 
their reasons not revealed at first. So doors open incredibly smoothly. 
back you trot to a hostile metropo- “We've had to leave out a few of the 
lis where many adventures await. animations from the Amiga version,” 
This background information is explains Adam. “If all Amiga owners 
detailed in a superb comic, con-_ hada hard drive then they would get 
ceived by The One’s occasional cover the works but, sadly, they won't. It’s 
artist Dave Gibbons and continued a shame we can’t compromise for 
in the game’s animated intro. If you the hard drive owners - we're writ- 
look at the panel plonked conve-_ ing the game primarily for floppies.” 
niently at the top of the page you One of the things which keeps 
can see that Sky, as we'll call it, has reoccurring when you chat to any of 
a huge team of dedicated program-_ the Revolution guys is the fact that 
mers, artists and designers who real- 
ly believe in what they’re doing. 
Let's chat to Adam Tween, one of 
the graphic artists beavering away 7 
on the game’s unique visuals. As is ergren . puree, = 
usual with graphic adventures these - ol 
days the backgrounds are hand- 
painted and then scanned in, but 
Sky’s locations required more 
thought and work than most, as 
Adam explains: “The in-game 
screens were originally sketched by 
Dave Gibbons and faxed to us so 
that we could go over them and 
ensure that the technical constraints 
were being satisfied. The finalised : 
screens were then painted and trans- | J. ee Lae - : APA a 35 ba 
ferred into the computer. : | ee he be : 
It's not been a short process. ge . eS Se ee 
There are roughly 80 locations con- . 4 —_ = — 
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Puzzles are what it’s all about and 
Charles and his gang are keen not to 
employ daft tenuous links a la 
Monkey Island (that bit where you 
had to collect the key by using the 
compass? - plain ridiculous!) so 
everything in Beneath The Steel Sky 
will be consistent and logical. 
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For an idea of the size of the 
adventure, take a look at the sec- 
ond section of the game. It 
contains more graphics and data 
than the whole of Lure Of The 
Temptress put together and when 
you consider that there are six sec- 
tions in all (with at least two oth- 
ers the size of the second) then 
you can see that this isn’t a game 
you'll be completing in a hurry. 


everything in Sky is implemented 
better than you've ever seen it 
before. Okay, so we hear this kind of 
thing all the time but every time Rev- 
olution raise this point leaves you 
feeling that perhaps LucusArts and 
all the rest cut corners when they 
were writing their games. Small 
things like doors swinging open 
instead of just opening like they do 
in most games may not sound like 
much but when you see it in action 
the effect is outstanding. 

This hasn't been ‘easy, though. 
Some of the artists who translated 
Dave Gibbons’s sketches into full-size 
colour artwork didn’t realise certain 
restrictions which should be consid- 
ered when working with computers 
so a few things had to be redrawn. 

Adam admits that some scenes 
presented a few problems. “At first 
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Conversations will appear just above the characters’ heads and you'll be 
able to select whichever response you like from a pop-down men which will 
appear at the top of the screen. Apparently there are between five and six 
thousand lines of text in the game - about five times as many words as this 


entire Work In Progress! 


computers before - Les doesn’t have 
an Amiga even - so he’s just working 
from what we say.” 

But now all the locations are in 
the computer and, with the excep- 
tion of a couple of things, the visu- 
als are pretty much finished. As 
you'd expect from a bunch of per- 
fectionists, they’re happy with the 
almost-final results. 

“Everything has to be exactly how 
we want it. It’s funny because two 
guys from Westwood came over and 
looked at a couple of screens which 
they said were brilliant. They 
couldn't believe it when we said we 
were in the process of changing 
them. The Americans are really big 
on digitised graphics; they like things 
that look like they’ve been done in 
a back room or something. They've 
got this Wayne’s World-type obses- 


i think that what we've 
got at the moment with 
Beneath The Steel Sky is some- 
thing very close to the standard 
which we're after. 


Adam Tween, 
Beneath The Steel Sky's Graphic Artist. 


Les [the artist] took things to heart 
when we explained that we didn’t 
really want the backgrounds to 
have too much detail. Not only do 
they not scan in as well but we pre- 
fer to leave some things a bit vague 
which fits in with the overall visual 
style of the game. It can be a bit 
hard to co-ordinate things with 
someone who’s never worked with 








sion with anything you 
can do in your base- 
ment: if it looks digi- 
tised, then great, if 
it looks like you've 
digitised it and 
touched it up 
then why didn’t 
you just draw it in 
the first place? 

“The reason is 
because we want to 
have the best of both 
worlds. We want to make a 
game which will still look good after 
a year’s play. You probably won’t 
want to go back to it after you've 
finished it but not everybody finish- 
es a game straight away. I'm a great 
fan of the Ultima games but I've 
never finished one.” 

With Sky improving in almost 
every conceivable way of Temptress, 
what does Adam think of the origi- 
nal Virtual Theatre game? “There are 
a few things we weren’t happy 
about, but the problem with a game 
like Temptress is that you could keep 
on adding and adding stuff all the 
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time. You've got to know where to 
draw the line, which is difficult when 
you're working on a game for such a 
long period of time. 

“To improve Temptress we would 
have had to have started it again to 
get in anywhere near the level of 
quality that we were aspiring to. | 
think that what we've got at the 
moment with Beneath The Steel Sky 
is something very close to the stan- 
dard which we’re after.” 

And what about an A1200 ver- 
sion? How will that differ to the 
standard adventure? “There will def- 
initely be an A1200 version with 256 
colours which will probably come 
out a little bit later than the standard 
version. We might also be able to put 
a few more of the larger animations 
in which may be taken out of the 
A500 version.” 

One thing which is odd about the 
way that Revolution work is that 
everyone is split into their own little 
rooms so a short trek was in order to 
find Tony Warriner, one of the three 
programmers who are pulling the 
game together. He was keen to point 
out the new conversation system 
which works differently to Lure Of 
The Temptress. It involves Dave Cum- 
mings (who sits in a completely sep- 

arate room) writing the script 
separately into a special- 
ly written program- 
ming, enabling him 
to create far more 
involved, detailed 
conversations 
than was previ- 
ously possible. 
Isn't it difficult 
with so many peo- 
ple working almost 
completely separately? 
“No, it’s easier like this 
because to create a game 
which is as good as this any other 
way would involve even more work. 
There can occasionally be some com- 
plications when certain conversa- 
tions become quite complex, like 
when you have a chat with Joey and 
he wanders off to do something for 
you as a result of what you've said, 
so Dave and | often have to sit down 
and work out where my bits of code 
should merge with the ones he's 
written. This is something we’re cur- 
rently looking at, so in future it will 
all be much more flexible and easier 
to implement. 





“| wouldn’t say that our game is 
the only one running a separate con- 


versation editor. | suspect that 
LucusArts use a similar system 
although | reckon it isn’t as sophis- 
ticated as ours. The Americans tend 
to use a system which covers the 
whole thing - quite considerably lim- 
iting what they can do. We’re very 
careful not to create a system which 
acts very much like theirs, i.e. virtu- 
ally a games creator like SEUCK, 
because you can become lazy with 
something like that. 

“What's odd about the way we 
work is that there are levels of the 
game which | haven't even seen yet 
because someone else is working on 
them. What | want to do is bring 
people closer so that the graphic 
artist can actually be working more 
on the linking of the program 
together and have time to sit down 
and get things perfect.” 

How does the version of Virtual 
Theatre differ to the one which drove 
Temptress? “In Temptress the system 
controlled everything, specific rou- 
tines to do a door, that sort of thing. 
We had a door routine, for example, 
so if there was a door on-screen then 
you'd call up this routine to handle 
it. That meant that every door looked 
the same and acted the same so if 
you wanted a door which was in 
some way different to the last one 
then it was a real problem. This sys- 
tem is the exact opposite. It’s object 
orientated so that the logic for the 
door is held by the door itself, which 
means that there’s no distinction 
between a ‘proper’ object like a key 
and a door. So now the system pret- 
ty much allows us to do anything we 
want to.” 

There are plenty of people to meet 
and greet in the game so you'll never 
feel alone. Do they still wander 
around and chat to each other like 
they did in Temptress? “It never real- 
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(Above) He may not have a hat but 
Foster has a lot else in common 
with a certain Indy character. Here 
we see him about to swing between 
two towering buildings with not a 
care in the world. 


(Below) One of the oddest part of 
the game centres around this doc- 
tor geezer who's in the organ-selling 
business. But which part of your 
body are you willing to trade? 


ly did that in Temptress all that much 
because it was too hard to do. It was 
there, we could do it, but because 
we were writing at assembly level we 
couldn’t really do it that much. How- 
ever, | don’t think that we're that far 
away from creating a miniaturised 
world where people wander about 
and interact fully with each other. 
We’re heading very rapidly towards 
that. The problem is putting all sorts 
of other variables in there like peo- 
ple getting randomly distracted by 
something or their attention wan- 
dering off or walking past a pub and 
deciding to go in there because they 
fancy a beer. If we can do all this sort 
of stuff - and I'm pretty sure we can 
- then it will put us so far ahead of 
what everyone else is doing.” 

Does Revolution really want to 
topple LucusArts from their might 
perch? “We do - we want total world 
domination! We want to see our- 
selves as the MicroSoft of games. | 
reckon that in a year or so’s time 
we'll have software that includes all 
aspects of Origin-type games which 
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will merge with this kind of graphic 
adventure. The Amiga will figure in 
our future because it’s constantly 
improving and when the A1200 
becomes the base machine we'll be 
able to do all sorts of things with it. 
You won't get an A500 running at 
8Mhz doing complex Al routines, not 
a chance.” 

I’ve almost run out of space and 
there’s so many things we haven’t 
talked about. There is just time to ask 
Charles whether, after all this time, 
he’s nervous about the public’s reac- 
tion to Beneath The Steel Sky. “It is a 
worry. The good games will get well 
reviewed, the bad games will get 
slagged. It’s the in-between games 
which worry me. Some magazines 
may really love it, others hate it, and 
we'd like to think that we’re going to 
release one of the top games and 
that people are generally going to 
like it. We’ve put so much time and 
effort into Sky that it’s very difficult 
not to take it personally.” 

Well, Charles, | reckon you've got 
no worries whatsoever. 





(Above) The Revolution guys are 
keen to be seen as the family-type 
so none of the fight scenes in the 
game will contain headbuts. Thank 
goodness someone has morals 
these days. 


(Below) "It looks like a power sta- 
tion or a huge washing machine," 
spouted Jenny whilst | was typing 
this caption. 
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together for the next generation of Amiga 

flight sims. David Upchurch picks his jaw up 
from the floor as he takes a look at the work bined, at one end ultra-realistic and 
done so far on DID’s stunning new creation. 


here are some superb flight 

sims on the Amiga. Why, only 

in the last few months we’ve 
had the excellent Combat Air Patrol 
and the worthy A320 Airbus, 
enough to keep any would-be 
Amiga air cadet happy. All the 
same, it’s hard not to get a little 
envious of those PC-owning types 
with their Gouraud-shaded, tex- 
ture-mapped extravaganzas like 
Strike Commander. “Oh, you 
couldn't possibly do anything like 
that on the Amiga,” the smug PC 
gits will inform you. 

Try telling that to Digital Image 
Design. Their next game, TFX (or 
Tactical Fighter Experiment to give 
it its full name), is a massive leap 
forward in terms of Amiga flight 
sims, boasting all the bells and 
whistles you’d only normally expect 
to find on a sim designed for a 
high-spec PC. 

Although DID are generally con- 
sidered synonymous with 3D flight 
sims, TFX is actually just the team’s 
second foray into the murky world 
of HUDs, heat-seekers and flaps - 
the first was the well-received F-29 

Retaliator. Since then they've 
established themselves as one 
of the top 3D developers with 
the wonderfully atmospheric 


Robocop 3 (in a cinema near you 
soon - at last!) and the impressive 
but flawed Epic. 

Each of those games provided 
valuable experience for DID both in 
terms of game design and, of course, 
the creation of super-fast 3D rou- 
tines. “F-29 was our first 3D engine. 
It was effectively rewritten for Robo- 
cop 3 and even more so for Epic,” 
explains Martin Kenwright, DID’s 
MD. “In TFX we’re on our fourth 
generation code.” 

The downside of this evolution is 
that it’s not longer possible for DID 
to do what they want to do on the 
basic Amiga and so TFX will only be 
available for A1200s and above. 
“Without a total rewrite it wouldn’t 
be possible to do TFX on the A500 - 
the processor simply can’t handle it,” 
sighs Martin. “We can only develop 
for the A1200 from now on.” 

Although this is a bit of a blow for 
A500/600 owners, it should get 
A1200 owners drooling. TFX is truly 
a game that shows off the power of 
the A1200. The game is set in the 
near future, when the UN has set up 
a small but highly-equipped task 
force designed to deal quickly and 
effectively with trouble spots around 
the world. “We wanted it to be top- 
ical,” says Martin, “and believe it is, 


but without going too much into 
heavy politics.” 

“TFX is a hybrid,” claims Martin. 
“We wanted to create a game that 
was like F-29 and Falcon 3.0 com- 


the other arcade-y, all in the same 
game. TFX is like six games rolled 
into one, it’s got bits of this and bits 
of that, all done in our own style.” 

The end result of this is that TFX 
can be played in a number of ways, 
either as ten-minute arcade shoot- 
‘em-up or as a limited tour of duty 
of a specific area of the world or as a 
full campaign, with missions sending 
you all around the globe. There’s 
even Strike Commander-ish elements 
via what DID call a ‘soap opera’ 
option, where your missions are 
framed by news reports from the 
‘Worldwide News Network’, much 
like the Media Briefs in Robocop 3. 

“We didn’t want to get involved 
in creating a main character for the 
game - you're the main character, 
and we didn’t want to call you Jack 
and make you this cool UN pilot or 
anything,” says Martin. “War's 
changed now, it’s a media event - a 
bomb hasn't even hit its target and 
it’s on telly! - and we tried to get that 
feeling across in the game. The 
whole world’s going to be watching 
your actions and seeing how you do. 
If you bomb something you're not 
meant to bomb then you'll get 
kicked out quickly.” 

During the game the player gets 
to fly one of three aircraft, either the 
F-117c Stealth Bomber, the F-22 
Superstar and the European Fighter 
Aircraft or EFA. The player has the 









An EFA intercepts a Hercules carrier 
plane high over the mountains. 





The 'soap opera' sequences are 
drawn in a highly-realistic style. This 
is the UN's conference room. 





Doesn't this look a million times bet- 
ter than any other Amiga flight sim? 
(Don't answer that - it's rhetorical.) 
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Before each mission it's here where 
you get the chance to tool up your 
aircraft with high-tech weapons. 








(Above, top and right) A selection of shots from 
outside the aircraft. Note the Gouraud shading on 
the wings and fuselage and the texture-mapped 
UN logo on the tail fin. Also note the incredible 
detail - you can see each missile! 


choice between three meticulously- 
researched flight models - an arcade 
one, a realistic one and a super-accu- 
rate military specification one - 
depending on how demanding and 
authentic they want the experience 
to be. “The military spec model will 
only be for A3000s and above 
because it slows down the A1200 too 
much,” adds Martin. 

TFX is huge. DID have mapped 
roughly 20% of the Earth’s surface to 
an accuracy of 1m _ squared, all 
achieved through the use of 32- and 
48-bit mathematics and some top- 
secret data compression routines. 
“Every mountain is in the right place 
and every city is where it’s supposed 
to be,” Martin claims proudly. 

So could you fly through, say, 
Tripoli in TFX and then visit the real 
city and know your way around? “It's 
not that cool!” laughs Martin. “We 
haven't gone for the ‘Flight Sim’ 
approach and stuck Big Ben in the 
middle of a city and said ‘Right's 
that’s London’!” 

It’s the research and attention to 
detail that’s taken up a lot of the 
game’s development time, with a lot 
of effort and man hours being 
expended on developing game, mis- 
sion and combat intelligence editors 
to ease the game’s creation. “Too 
much emphasis is placed on the 3D,” 
reckons Martin. “The engine took 
about a tenth of the development 
time of the whole game.” 

To be honest, though, it’s very 
hard to ignore the 3D because it’s 
spectacular stuff. Although DID have 
had to cut the number of colours on- 
screen down from 256 to 128 to keep 


the speed up, the results are breath- 
taking - you've not seen anything 
like this on the Amiga before. 


Objects get hazy in the 
distance, logos are tex- 
ture-mapped onto tail 
fins and the plane fuse- 
lages are Gouraud shad- 
ed to give them a 
smoother, more round- 
ed look. 

“We wrote a little 
program to see how 
fast we could generate 
polygons - little 20 pixel 
by 20 pixel diamonds - 
on the A1200,” says 
Martin. “What we've 
managed to achieve is 


3-4000 polygons per second in 128- 
colour mode. The A500 could do 
about 1600 in 16-colour mode. 


WORK 


tin. “We've 
approaches to the problem. Those 
areas of the 3D code had to be 


Without a 


total rewrite it 
wouldn't be POS= One of TFX’s major 
sible to do TFX 


on the A500 - 
the processor 
simply can’t 
handle it. 


Martin Kenwright, 
DID’s MD. 


new planes 


“It’s all frame compensated, so 


there are areas over the ocean where 
it’ll run at twenty frames while over 
the cities it'll still run as fast but the 
screen will update in bigger ‘jumps’. 
People who are familiar with the 
games we've done on the A500 will 
probably notice a 50% mark-up on 
speed but with ten times more detail 
and ten times more colours. 
Gouraud shading and texture 
mapping are slightly more complex 
to do on the Amiga than on the PC, 
simply because the Amiga spreads 
the data for each pixel over several 
bit-planes whereas on the PC one 
byte relates to one pixel. “If we tried 
to emulate the PC’s screen on Amiga 
the game would go at about a frame 
per second. We're not trying to do 
byte per pixel emulation,” says Mar- 
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had to ditch the normal 


totally rewritten on 
the Amiga to take 
advantage of its 
hardware.” 


innovations, _cer- 
tainly in compari- 
son to flight sims 
seen on the Amiga, 
is the way the play- 
er can scan around 
the cockpit freely, 
rather than swap- 
ping between front, 
back and side views 
as is normal. “The 
now have got helmet- 


mounted sight systems. The only 
thing that s 


tays fixed in view is the 








HUD and everything else moves 
around,” explains Martin. “So we've 
just emulated that. | can’t play a 
flight sim any more now that has a 
fixed cockpit.” 

Like most flight sims these days, 
development of TFX has been pri- 
marily on the PC, but Martin and 
the DID boys have been pulling out 
all the stops to ensure that the 
Amiga version is just as impressive 
as its PC counterpart. Indeed, such 
ambitions have resulted in a sim far 
superior to any other currently avail- 
able. “You get a bit elitist playing PC 
flight sims all the time, so the other 
day | loaded up some of the recent 
Amiga sims to see what they were 
like,” says Martin. “God, | was 
amazed. Ours is twenty times ahead 
of anybody else's.” 

And he’s not wrong you know... 
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(Above) If you are one of those peo- 
ple who enjoys Smash TV then you 
shouldn't have any problems getting 
to grips with Total Carnage and its 
violent mode of play. This may 
sound like a cliché but if it moves 
then kill it using the most destruc- 
tive weapon you can lay your grub- 
by little hands on. 


~RASSWORD 
REQUIRED 


(Below) Americans - don't you just 
love them? We've all heard the sto- 
ries of wives filming their husbands 
having heart attacks just so they can 
send the film off to one of those 
You've Been Framed kind of shows. 
Well, the arcade's orginal designers 
noticed this and included almost the 
very same thing in the game. 
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h dear. With computer game 

violence featuring heavily in 

today’s clueless tabloids (how 
long until we see headlines like “Nin- 
tendo Killed My Son By Ripping His 
Intestines From His Quivering Torso 
And Performing Satanic Rituals 
Around His Body”?), it seems as if 
the Americans have gone complete- 
ly the other way by introducing 
greater amounts of death into their 
arcade machines. Indeed, Total Car- 
nage’s press release describes it as 
having “more gut-wrenching action 
than any other quarter muncher out 
there!” Just the sort of thing to pla- 
cate concerned grannies, wouldn't 
you say? 

The game is set in 1999, after the 
‘war’ has officially ended. Reporters 
and other civilians are still missing 
in the Kookistan desert warzone and 
the Doomsday Squad, consisting of 
Captain Carnage and Major May- 
hem, have been sent in to investi- 
gate. Unfortunately, an evil dictator 
has created hoards of mutant life 
forms to protect his territory. A lot 
of violence is in order. 

The arcade machine basically took 
the Smash TV game-engine, com- 
plete with the two-joysticks-per- 
player control mode, and added 
more graphics, more sound effects 
and a sprinkling of scrolling to cre- 
ate a harder and more engrossing 
game than ever before. Gamers were 
captivated by its sheer violence. It 
was, as they say in the biz, huge. 

Programmers Simon Fox and 
Keith Weatherly are handling the 
conversion and they are also great 


Fit SIGhee Gel IGS aréade § 


Fetal Garnage is going 


>. ee 
a 
ne 
‘* — _ 4 
y “Smee vaiiey blew iwig 
~ |. peeple up and desiveying everyting 


eect Ltbccy 


" be your kinéa titg: CTLLLGLL Cwrer 11iés 


t@ Be: 


ed 


fans of the arcade game. At first 
they were a little concerned about 
how they were going to translate 
the game in all its glory to the 
Amiga. “We actually spent quite a 
lot of money on Total Carnage at the 
arcades so we were great fans to 
begin with. Our first thoughts were 
‘Wow, this is wonderful’ then ‘[Cen- 
sored], how can it be done?’” 
reveals Simon. “We wanted to make 
sure that the final game was good 
fun to play and not like yet another 
coin-op conversion that we've wast- 
ed our money on in the past.” 
We've always said that you can 
tell a good game by whether or not 
we'd play it after office hours and 
it seems as if ICE agree, as Keith 
chips in: “We have a great number 
of coin-ops in the office and Total 
Carnage is the one that everyone 
goes back to time and time again. 
Everyone seems to enjoy it regard- 
less of their taste in games. Fortu- 
nately, we now know the codes so 
we can progress through the levels 
quickly because in the early days of 
development we used to spend 
hours enjoying ourselves and creat- 
ing mayhem, and probably spend- 
ing too long playing and not enough 
time coding. | think that love of the 
game comes through on the Amiga 
version - we make sure that the con- 
version isn’t duff as we're doing it 
for ourselves as much as anyone.” 
Bally Midway are the game’s cre- 
ators and they've been extremely 
helpful, as Keith continues: “We've 
been provided with all the graphics 
from the coin-op which obviously 
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has been a great help and also the 
coin-op code, which hasn’‘t been 
quite so useful. The access to the 
graphics has reduced the production 
time dramatically, however convert- 
ing the colours from the coin-op has 
not been quite so easy. But | think 
you'll agree with us when we say we 
are pleased with the result.” 

Have Bally Midway kept a close eye 
on the conversion so far? Have they 
restricted the two in any way? “Bally 
are obviously concerned that the 
good name of the coin-op is not 
spoilt by a bad conversion so they do 
look at all stages carefully. There was 
originally an idea to include some 
screens in the Amiga version that 
Bally decided to leave out - maps of 
iraq and the invasion of Kuwait, etc 
- but in the interests of good taste 
we were told not to put them in. 
When people see the graphics they 
will pretty soon get the idea who 
they are fighting.” 





















The final map screen will show which region you'll be 
fighting in next, with the graphics to the right added as 
needs be. 
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| don’t know about you, but I’ve 
really no idea about how a game like 
Total Carnage is reproduced on a 
home computer so | seized this 
opportunity and asked Simon that 
very question: “Basically it’s a case 
of playing the game time and time 
again and recoding it on video. Then 
we break down the game into its 
basic building blocks and then create 
and perfect those blocks as accu- 
rately as possible. Once they’re all 
together, you should hopefully have 
the finished game. The wonderful 
thing about conversions is that you 
always know what’s in the final ver- 
sion and have a definite vision of 
how your game should play.” 

As proper fans, the duo must have 
noticed a few things which they 
would have liked to change if they 
had originally written the game. Not 
so, according to Keith, as they didn’t 
feel the need at all: “When you're 
working on something as successful 
as Total Carnage there really is no 
point in changing anything, so it’s a 
question of just getting down to the 
hard work involving long hours and 
late nights.” 

Surely it’s not a perfect conver- 
sion, is it? There must be some sub- 
tle differences between the arcade 
and the Amiga version? “Total Car- 
nage really is mayhem on screen and 
the Amiga simply cannot cope with 
sO many moving images. To over- 
come this we have used many dif- 
ferent ‘tricks’ to make it look as if 
there’s more going on than there 
actually is. The graphics obviously 
have less colours than the original 
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faithful conversion from’ 
the original and we arcXae 
positive it retains the coin-eay 


op’s playability:” an a 


Fair enough. But what about the 
control mode? Was that a problem, 
considering that not many people 
own a four-way joystick adaptor? 
“We are giving the player the option 
of a number of different control 
methods because what is good for 
one player is not necessarily as good 
for others so by giving the gamer all 
choices | think we have covered all 
the possibilities. We personally pre- 
fer to use the original two joysticks 
per player but you can use any vari- 
ation from keyboard, mouse or joy- 
stick, or even a four-player adaptor 
if you own one.” 

You might have thought that con- 
verting Total Carnage would increase 
your consumption of Disprin, but not 
so according to Simon: “The hardest 
part of the conversion has been to 
stop playing the coin-op! It really is 
an addictive beast! Our longest 
game to date has been six hours. Of 
the actual work converting all the 
graphics has been a mammoth job. 
The original graphics were in 32,000 
colours, or colors as the Americans 
put it. So we have had to make cer- 
tain that the Amiga version is very 
faithful to the original but with a 
maximum of 256 colours.” 

So how much work is left to do? 

“There is still a lot of tidying up to 
do and we still don’t have all the 
sound effects in yet. It would also be 
helpful if the marketing bods would 
decide if the electric chair sequence 
and some of the other really nasty 
bits can be put it.” At this point 
someone in the room helpfully adds 
that the ‘marketing bods’ have 
indeed reached a decision and that 
the nasty bits can be included. “Oh, 
that means we still have a bit of 
extra work to do,” sighs Simon. 

Ah well, you'd better get back to 
it then boys. 
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Programmers have to be very good at jigsaws if the 
are to create a fluid play-area. Here's just a few of 
the pieces they have to work with. 
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Our first 
thoughts were 
"Wow, this is 

wonderful’ then 
(censored), how can 
it be done? 


Simon Fox 
Total Carnage's 
programmer. 





You wouldn't believe how many 
individual sprites Total Carnage 
features. Each has their own 
range of tiny move- 
—— ments but the 
funniest of 
all are the 
death ani- 
mations 
which can 
feature all 
kinds of grue- 
some effects 
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(Graphics); Pat Phelan (Sound). 


) topia was a resounding suc- 

__ cess - a genuine jewel among 
“Gu the cheap imitations in the 
God game genre. Upon its release a 
couple of years ago, it was snapped 
up buy the power-crazy and ideal- 
istic gaming public and subse- 
quently went on to do very nicely, 
thank you. You would have 
thought that a sequel was always 
on the cards and, surprise, surprise, 
what do we have here? 

Well, not a sequel in the truest 
sense of the word. Okay, so the 
working title and the fact that the 
Original’s creators have embarked 
on this programming voyage may 
suggest that that’s what we’re 
going to get, but not so. Gremlin 
has decided that re-releasing the 
original game with flashier graph- 
ics and a couple of minor gameplay 
additions just isn’t good enough, so 
an entirely new-ish God game has 
been initiated. And by golly it's 
looking fab. 

This time around, you assume 
control of the head of an indepen- 
dent colony which has been grant- 
ed a licence to mine ore on several 
of the distant asteroid fields which 
form part of the demi-galaxy 
known strangely as Larger Magel- 
lenic Cloud. You have to develop 

your base whilst extracting 

precious ores and defending 
your people from natural dis- 
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PROJECT: Utopia 2 (working title) 
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DEVELOPER: In-house: Graeme Ing (Programming); Pete Daniels 


They say that power corrupts so come this 
Christmas Amiga owners are going to be a 
dubious bunch to say the least. Gremlin are 
set to release another God game, you see, 
and Simon Byron has all the facts. 


asters (like meteor storms) and alien 
attacks (like, er, alien attacks). 

It just goes to show what a pecu- 
liar world we live in when a major 
project like Utopia 2 can be nearing 
completion whilst its name is still 
undecided. Graeme Ing, the game’s 
programmer, tries to shed some light 
on the matter: “We’re basically try- 
ing to avoid a clichéd space name. 
Some of the games around - I’m not 
knocking the actual games them- 
selves - have got very boring titles. 
We're trying to find something 
which stands out. Utopia was a real- 
ly good name and we'’re after some- 
thing as catchy and as precise as 
that. It’s just a question of finding 
the right one.” 

How different is ‘Utopia 2’, then? 
“The original Utopia was a colony 
resource management game. ‘Utopia 
2' has some of that but is really a 
military strategy game - there’s a lot 
more emphasis on the military part 
of it now.” 

But does this mean that the team 
are alienating the original's fans? 
“Not really. If people enjoyed the 
original Utopia then they’ll get more 
enjoyment out of this game, but any- 
one who absolutely hated the first 
game won't be converted by this 
one. Really, it’s based on Utopia but 
greatly enhanced in every way - we 
certainly don’t want people to think 
that it’s exactly the same as the first 
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(All around) if you know your way around a few God-games then you'll 
understand completely what's going on here. If you don't then you won't. 





game. It’s not like Populous 1 and 2 
- this ‘sequel’ is quite a different 
game in its own right.” 

As we've established, the first 
game was incredibly successful, so 
why didn’t the team do a proper 
sequel? “We just think that if you’ve 
done it once then you've basically 
done it all you can,” admits Graeme. 
“There are so many of those God- 
type games around that we thought 
we'd take a new angle on it and 
make it fresher. 

“The main enhancement, which | 
think a lot of people will pick up on 
straight away, is that the aliens are 





far more intelligent now and you 
can actually see them going about 
their business. In Utopia your oppo- 
nents were off the map but now 
they are actually there on an aster- 
oid field. You can wander across and 
look at them building their asteroids 
and manufacturing ships and watch 
them work, so basically you can gain 
some knowledge of how to deal 
with certain situations. 

“It’s very difficult to create a per- 
fect opponent with stunning artifi- 
cial intelligence. You're always a 
way off from creating really, really 
intelligent aliens because of the pro- 





Ven 


You'll begin the game with a fairly limited array of weapons but as time 





goes by more advanced ships and cannons will become available. 


cessing power it would take to look 
after them. We've spent as much 
time as possible making sure it’s the 
best system we could come up with.” 

The aliens aren't the only enhance- 
ment, though. “We've also put some 
mini scenarios into the game so that 
there are certain tasks » , 


Graeme. “We were originally going 
to have a two-player link but we 
quickly found that the amount of 
data you'd have to shift around was 
a bit prohibitive. We still think that 
even with the bits which have been 
chopped out we've still got a really 

good game. I’m 


which you have to per- fee You're always very pleased with 


form as well as trash- 
ing all the enemy. It 
works in a similar way 


have a definite goal 


but there are certain @liens because of 

the processing 

power it would 
take to look 
after them, ‘and not trying to 


Graeme Ing, 
before the Utopia 2's programmer. 


stages you have to 
complete to achieve it. 
These will vary from 
going across’ and 
destroying an alien’s 
shield generator to 
finding particular 
things 
enemy does - that sort 

of thing.” 

This doesn’t, however, mean that 
you'll be forced along a set path all 
the way, making the game far more 
restrictive. “It’s pretty much up to 
you what you do,” says Graeme, 
“With some of the earlier aliens you 
can pretty much ignore the scenar- 
ios if you like but as you get further 
and further into the game and the 
aliens become more intelligent then 
you'll need to achieve your mini goals 
if you want to survive. There is a lot 
of control of your own - you’re not 
forced down a set channel.” 

If it all sounds as if the project has 
progressing swimmingly then think 
again. Certain things have had to be 
left out, for one reason or another. 
“We've had to compromise a lot, just 
because the original spec would have 
required over five years’ work,” says 


a way off from 
creating really, 
to Desert Strike - you really intelligent 


the way it’s pro- 
gressing now, but 
obviously we still 
have to concen- 
trate on getting 
the balance right.” 
It's refreshing to 
hear programmers 
talking realistically 
about their game 


create the hype 
themselves. 
Graeme is honest 
about the relative 
lack of innovation within Utopia 2, 
instead stressing that well-imple- 
mented features are far better than 
poorly-done flashy effects. “To be 
honest, there’s nothing mind-shat- 
tering which hasn't been done 
before - but by putting enough good 
elements together we’re making a 
great game.” 


STOP PRESS 
Phew! Just as the issue was _ 
_ going to press, we can 
exclusively reveal that 
‘Utopia 2' has finally been 
| given a name: K240 - the 
_new worlds. So there you 
have it. 
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e Megatraveller 1 
“There can't be a more prestigious role-playing system than 
Megatraveller 1”. 
PC Plus 
e Elite Plus 
“Quite simply the most original gameplay since the birth of 
computer entertainment. An all time classic”. 
PC Format 
e Wing Commander 
“This is more than ever an essential addition to any self- 
respecting PC gamer's collection”. 
PC Review 


The Complete Space Experience 


for IBM PC and Amiga 


*Elite on Amiga versions 
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Tony Hager’s sprites are 
bold, beefy and BIG - the 
smallest are 64 pixels high 
by 32 pixels wide. They’re 
all plotted on screen using 
the blitter - as one of 
Teque’s programmers 
points out “The Amiga’s 
sprites are useless.” Given 
that there are fourteen 
players on the pitch keep- 
ing the speed of the game 


PROJECT: Brutal Sports Football 


SOPCCHHHOHLHHHLOHHOLOOOHHOHHOHHOH OHHH OOOOH OOOAHAHOOSHGOTHOTTOHOOOO OOOOH OOOOHOO OOOO OOOO T OO OOOOH OOOOH OOOOH OO DOSOEOOSOSOOSOOO SHOOT OOOOH OOOOOESOOOE 


SOPHO HOHHOOHAOOOOOOGOOHOHAHOOHHOOO OOOO ODOOHOOOOOOOODOOOTHOAHOOOG OOOH OOOOOOO OOOO OOOOH OOOO OO OOO OO TOOTS OOOTOO OS OOOOOSEOSOSOO OOOOH OO ODODE OELOD 


DEVELOPER: Teque London: Peter Jeffries (Programming); 
Tony Hager (Graphics); Richard Joseph (Sound). 
INITIATED: June 1992 















For years now Speedball 2 has reigned as 
THE fantasy sports game. Now Teque aim 
to usurp the throne with its ultra-violent 
cross between American football and 
Streetfighter 2. David Upchurch licks his 
lips in drooling anticipation... 


mf your idea of a good time is 
wandering through a verdant 
lm meadow, picking flowers and 
painting watercolours while dream- 
ily munching on a Cadbury’s Flake, 
then you'd best stop reading this 
now and move on. For in the para- 
graphs following are described acts 
of such eye-gouging, bone-crunch- 
ing, bowel-evacuating violence that 
even I, rock hard geezer that | am, 
have trouble recounting them. 

With Brutal Sports Football, Mil- 
lennium aim to well and truly steal 
the title of best fantasy sports sim- 
ulation that has long been held by 
the Bitmap Brothers’ Speedball 2. 
And on the evidence so far, they 
could well do it. 

The game is being developed by 
long-established coding team 
Teque, who most recently pro- 
duced those top RPGs Shadowlands 
and Shadoworlds. Work began ini- 
tially on the Amiga back in June of 
last year, but when Millennium saw 
the game’s potential they soon 
expanded Teque’s workload to 
encompass’ versions for PC, 
Megadrive and Super NES. There's 
confidence for you. 

The game is set in a sort of 
medieval fantasy environment, 
with teams of Vikings, rhinos, rams 
and lizardmen competing to 
become top of the Brutal Sports 
Football league. If you don’t fancy 

all the slog involved in a league, 
however, you can take part ina 
shorter knockout tournament 
or a one-off ‘unfriendly’. Each 


species has its own unique advan- 
tages and disadvantages - some run 
slowly but do more damage in their 
attacks, that kind of thing - and 
these vary further between the indi- 
vidual teams themselves. 

So, | asked Tony Love, Teque’s 
boss, what are the rules of the game 
then? 

“There aren't any,” was his blunt 
reply. 

Ah. 

Although the game’s roots were 
in American football, any resem- 
blances remaining now between this 
and the Yanks’ national game are 
purely cosmetic. Anything goes, basi- 
cally. There’s no ref to stop fouling 
- in fact, you can even find swords 
on the pitch which you can pick up 
and use on the opposition. “The 
game’s roughly 50% sport and 50% 
violence,” explains Tony. “You can 
play the game however you like. You 
can either play it like a sport and go 
for goals or play it like a beat-’em- 
up and go for heads [i.e decapitating 
all the players in the opposing team]. 
It’s entirely up to the individual.” 

Oh, the violence! Nothing you've 
seen in a computer game before can 
prepare you for the excessive gore 
level in Brutal Sports Football. Every 
punch, kick or jab results in a foun- 
taining spray of blood from the 
injured party. Wear a rival player 
down enough and a single blow will 
send their head flying away from the 
shoulders, blood literally gushing 
from the severed neck stump. The 
corpse and head then litter the pitch 






up hasn’t been easy. 





Almost every game goes through a lot of evolution from initial concept 
to final result, but Brutal Sports Football has undergone rather more rad- 


ical changes than most. For a start it was almost an innovative thumpin’- 
‘n'-kickin’ RPG... 

"The original ideas was for a game called Axequest, a sort of horizon- 
tally-scrolling fantasy beat-'em-up/role-playing game,” explains Tony. “It 


_was an interesting idea but the problem was that we were looking at the 
game design and we thought that, although it looked like a good game 
on paper, it might be a bit too different to catch on. 


“So we thought if we can’t do something too way out and wacky 
because people would look at it and say ‘Oh we don’t like that, it’s too’ 
original’ then we'd have to do an original game but somehow make it. 
look less original. That's why we settled on a sports game because every- 
one will understand what it’s about. So we came up with this sort of | 
American football game but with fantasy characters. That said it's a lot 
less like football now and more like a beat-’em-up.” 
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for the rest of the match - you can 
even pick a head up if you want and 
use it as a weapon! Bloody marvel- 
lous! “We were going to have limbs 
coming off as well,” adds Tony, “but 
| think that heads 
are quite enough.” 

It’s in this totally 
gratuitous and won- 
derfully tasteless 
area that the Amiga 
version scores most 
over its Megadrive 
mate - whereas the 
Megadrive game has 
discrete little gushes 
of gore, the Amiga 
game has buckets of 
it. This is due to the 
fact that the 
Megadrive’s screen is built up out of 
blocks, much like on the old C64, 
whereas the Amiga’s screen is bit- 
mapped. That means that you can 
address each and every pixel of the 
Amiga’s screen with relative ease, 
thus producing those impressive dis- 
plays of blood. “We could fill the 
entire screen with blood if we want- 
ed to,” adds Tony. 

Apart from the gore and some 
colour palette differences, the only 
other major difference between the 
two is the screen update. While the 
Megadrive version scrolls smoothly 
the Amiga version has a chunkier 
screen update, roughly 17 frames per 
second. Before you moan, though, 
this actually works in the Amiga ver- 
sion’s favour, as the game feels much 


AA We were going 
to have limbs 
coming off as 
well but | think 
that heads are 
quite enough. yy 


Tony Love, 
Teque’s boss. 
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Thar she blows! A play- 
er’s head flies off his 
shoulders in a shower of 
blood! Note the state of 
the pitch - as the game 
progresses it becomes 
gradually more pot-holed 
and chewed-up. This is 
| another area where the 
Amiga version scores 
| over the Megadrive’s, as 
the bitmapped screen 
makes it a lot easier to 
add damage to the pitch. 


more violent and, yes, brutal on the 
Amiga than on the Megadrive. 

“It's very strange,” admits Tony. 
“When we first did the Megadrive 
version with the smoother scroll 
everyone looked 
at it and said 
‘Why have you 
made it slow- 
er?’. But if you 
put the two ver- 
sions side by 
side and = run 
from one end of 
the pitch to the 
other - which 
we've done - 
you find that 
the Megadrive 
version is actual- 
ly slightly faster. It’s purely an opti- 
cal illusion.” 

Even on the 
A1200 version the scroll won't be 
smoothed out, simply because the 
feel of the game is better with the 
chunky scroll, although it will, of 
course, sport more colours. Teque 
toyed with the idea of roughing up 
the Megadrive’s scroll but decided 
not to, simply because they fear that 
those console-loving fools wouldn’t 
accept anything less than a super- 
smooth screen update, even if it’s to 
the detriment of the game. 

Although Brutal Sports Football 
initially looks like quite a simple 
game, the violence factor throws in 
quite a few potential control com- 
plications. Rather than giving all the 


Like any good fantasy sports 
game there are loads of power- 
ups to collect. Most of these 
take effect immediately, like 
the hare which ups the team’s 
speed or the fist which increas- 
es the amount of damage the 
players inflict on the rivals. 
Some, however, can be stored 
and activated when the player 
sees fit, like the ice blocks here 
which briefly freeze the oppos- 
ing team. 


possible control options to the 
player at once Teque have allowed 
the player to select from five, 
increasingly more complex control 
modes. “When you first start the 
game you just want a nice, simple 
control method,” explains Tony. 
“But as you get more experienced 
you realise that it’d be nice to be 
able to stick with one player so that 
you can beat somebody up and not 
have the control suddenly swap to 
the person nearest the ball. So the 
more advanced control methods let 
you lock onto a player and have a 
good punch up.” 

Squeezing all this onto a one- 
button Amiga joystick has been a 
problem, though. If in possession 
of the ball a tap on the button lobs 
the ball in the direction the player's 
facing whereas if you're not hold- 
ing the ball the same thing pro- 
duces an attack move. Holding 
down fire activates any power-ups 
you may have collected. 

Teque haven't quite worked out 
how to incorporate the feature 
that lets the player swap between 
players at will rather than auto- 
matically onto the joystick - it’s 
likely that this'll have to involve the 
keyboard somehow, although 
that’s something they’d like to 
avoid if possible. 

Some readers may have noticed 
certain resemblances between Bru- 
tal Sports Football and Beastball 
which was covered briefly way back 
in April's issue. Indeed they are the 
same game but the name change 
wasn't a matter of whim - Millen- 
nium intend to produce a series of 
similarly violent games under the 
Brutal Sports banner, of which 
Football is just the first. Which 
sports they’re planning to cover is 
a secret at the moment and I’m 
sure Tony's suggestion of “Brutal 
Sports Dominoes” was just a joke. 

Hmmmm. | don’t know though - 
it might just work... 
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If the match ends in a draw then the 
game goes in injury time. The aim 
here is to smack in the opposing 
team and whoever is left standing is 
the victor! Hoorah! 
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After every match each team is 
given a percentage of the gate’s tak- 
ings depending on whether they win 
or lose. This can then be used to 
rejuvenate flagging or even decapi- 
tated players. There’s no Speedball- 
like fiddling with players’ stats in 
Brutal Sports Football - Teque want- 
ed to keep the emphasis on action 
rather than player management, and 
all credit to them. 
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Millennium 


i-ho, hi-ho, it’s of to Zarg we 
go. Millennium are about to 
enter the ‘God-like control’ 
arena with Diggers - an action/strat- 
egy game which has a Lemmings- 
ish look and a Dune 2-ish scenario, 
only this time the fight is based 
around a planet-wide mining oper- 
ation. 

Tomorrow sees the 412th day of 
the year, when the planet Zarg’s 
mining authorities allow the annu- 
al month of frenzied digging to 
commence. The four races of dig- 
gers are hurrying toward the 
Zargon Trading Centre as we speak 
and you have just enough time to 
employ one of them and register 
your company before all hell breaks 
loose. You'll need to pick your race 
carefully though, as each one has a 
different way of dealing with 
things depending on its abilities 
and characteristics. 

The bad news is that great rich- 
es aren't the only things that lie 
ahead. Strange creatures and dan- 
gerous conditions must be over- 
come as you pass through the 











30,000 locations that make up the 
thirty-three levels - not to mention 
the competition. Rival mining com- 
panies will be digging in the same 
zone and you'll need to eliminate 
these by rigging areas and setting 
traps if you want to take control of 
your chosen area. 

Diggers contains seven types of 
zone including forested, icy, moun- 
tainous and grassland zones, and 
also boasts powerful computer intel- 
ligence giving each digger a life of 
its own and the ability to make inde- 
pendent actions and decisions. 

It all sounds quite sexy and, as 
usual, we'll keep you posted. You 
dig? 
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uclear holocaust may seem 

like a rather nasty prospect 

but think of the advantages. 
For instance, if you were lucky 
enough to be a survivor three-hun- 
dred years later, you might find that 
the lovely radiation gave you 
telekinetic powers - not to mention 
extra legs, obviously. Well it all 
sounds dodgy to me, so | think Ill 
just give you some hard facts about 
this Grandslam offering-to-be. 
History tells that after the holo- 
caust you were either ‘Clean’ or 
mutated. Some of ‘The Clean’ were 
gifted with ‘The Power’ and were 
taken to a specially-built temple to 
be trained. It all seemed as if civilisa- 
tion might have another chance, but 
then for the first time a mutant was 
born who also had ‘The Power’. The 
mutant - Arashi - was shunned by the 
cleanies, becoming bitter and miser- 
able until he left the stronghold, 
organising the mutants into his 
slaves. His power becoming stronger 
all the time, Arashi became a tyrant 
and decided to attack the people 
that had turned him away. They 
barely survived, and knew that one 








day they would have to face up to 
the evil Arashi in his underground 
fortress. Who can help us now? 

Huzzah! A child is born with The 
Power. His name is TENSAI - THE 
GENIUS. They train him to use his 
powers and, when the time is ripe, 
send him to destroy Arashi. Yes - 
you are Bonsai, er... Tensai. 

Lionheart and Wolfchild, with just 
a hint of lemon - that’s what it 
smells like to me. Jumping over plat- 
forms, chopping ‘things’ up with 
your large sword and _ hurling 
mighty magic bolts of pure energy 
at anything that happens in your 
way seems to be the order of the 
day, and the moment that | get any- 
thing more to tell you, I'll be round 
your house with a big stick. 
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ou think that things are bad 
“e now? Well, check this out and 
think again. The year is 2093 
and there is mass unemployment 
everywhere thanks to the automa- 
tion of just about every industry that 
ever existed. The only thing that has 
survived is television, but to keep this 
alive it has taken huge grants from 
the government allowing normal 
folks like you and me the opportu- 
nity to grab huge wads of cash. As 
you would probably expect from the 
Running Man-style atmosphere, 
nothing’s for free, and you're expect- 
ed to put your life on the line if you 
want to make a fortune. 

This has got to be the ultimate 
crossbreed: Pacman, Alien Breed, 
Dynablaster, Gauntlet, Bug Bomber - 
| could go on forever, really, be cause 
they’re all there but suffice to say 
that this is an overhead maze offer- 
ing that ICE are hoping will rise to a 
cult status. As a contestant, the play- 
er must collect all the coins from 
each arena, avoiding the robot 
guardians and making use of the 
weapons and traps available. As well 
as the obvious guns and bombs, 
there are acid pits, teleport pads, 
rocket launchers and flame throwers 
that must all be effectively used if 
you plan to live to spend any of the 
money that you've collected. 

The arenas cover a number of dif- 
ferent areas containing water, ice, 





conveyor belts, etc, which will affect 
the way you approach each level on 
your way to fame and fortune. The 
guardians also vary from Gazza-like 
plonkers plodding ‘moronically’ 
around to flying, coin-dropping, 
motion-detecting nasty creations 
that will take you to the edge and 
back (sorry about that | got a bit car- 
ried away!). 

This looks set to be an addictive 
game that may well tickle the larynx 
in all of us. Watch this space. 
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ith all these games taking 


such a pessimistic 
approach to the future, 
I’m beginning to wonder whether 
or not it’s worth getting old. If the 
world turns out like Hired Guns 
suggests then we might as well all 
give up now - it seems as if humans 
will pretty much become obsolete, 
with computers and robots pro- 
grammed to perform every opera- 
tion us mere mortals can do. 
However, it’s not all doom and 
gloom because although robots are 
cheap and efficient, they’re not par- 
ticularly brilliant at killing people 
(isn’t it sad that machines have 
more morals than us?) so most of 
the situations vacant at the Dole 
Office involve some form of assas- 
sination. And because it’s either 
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blowing people’s brains out or eat- 
ing bread and water whilst living in 
a cardboard box for the rest of your 
life then there’s really only one 
option. Besides, a computer game 
of eating bread and water wouldn’t 
be very interesting, would it? 

The game is basically a four-way 
Dungeon Master jobbie where you 
can either control all the players 
simultaneously or invite a few mates 
round to look after each character 
individually using a combination of 
mouse, joystick and keyboard. 

Hired Guns boasts an impressive 
array of features, including over 1 
735 120 cubic metres of playing 
area - which isn't exactly tiny by 
anyone’s standards. You'll be able 
to see more soon as with any luck 
there'll be a review next issue. 
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Come on, come on - it’s the moment you've 
all be waiting for, featuring the games 
you've all been waiting for! Simon Byron 
probes into the depths of the computer 
games industry and shouts out once again... 





heers all, this is AB sign- 
ing off until the next 
time.” 

Sniffle. Boo-hoo. Pass the hankies. 
Just thinking about those poignant 
words that Andrew Braybrook chose 
to round off his nine-part, no-holds- 
barred Uridium 2 diary makes me 
want to weep (and I’m not scared to, 
being a 90s man and all that). But 
hang on a minute. Let’s think about 
what he said just , 
before he signed off. 
It’s all full of damned 
lies designed to fool 
you, the viewing 
nation, into wetting 
your collective under- 
wear in anticipation. 
All this “It won't be 
too long before the 
game is completed” 
business - rot! Tsch. 
You can’t trust anyone these days. 

It turns out that things are just as 
bad for Andy - he’d spent the night 
before I'd called him propping up a 
bar close to home. “Part of my ther- 
apy,” he said. What about us, then? 
It’s okay for you, you get to see the 
game day in, day out. Tell us and tell 
us true - where is Uridium 2? 

“Things are getting a little bit 
behind,” he admits. “We realised a 
few months back that we weren't 
going to hit the May release date so 

Renegade took the decision to hold 
back until September, which 
bought a me a little more time 
but things haven't been going 


e 


“I certainly 
haven't been 
sitting here twid- 
dling my thumbs 


all day long.” 

Andrew Braybrook, 
Uridium 2's 
programmer. 
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to plan here.” 

So what's different since we last 
spoke, | mean, you last wrote? “Most 
of the background graphics have 
changed, mainly because they've 
been under constant development 
and things are continually evolving. 
I've got four graphic artists working 
on and off and they all keep coming 
up with different styles and arguing 
about what palette we should use - 
that sort of thing.” 
It’s obviously taken 
this amount of time 
for a particular rea- 
son. What’s been 
the hardest part so 
far? “Just managing 
it all,” he laughs. 
“It's frustrating 
when you don’t do 
your own graphics 
any more-~ and 
you're at the mercy of other people. 
But then again it’s also nice in some 
respects because | can concentrate 
solely on the programming and 
game design. Sometimes it’s a case 
of knowing what | want to see but 
not being able to explain it without 
physically drawing it and if | could 
draw it then | wouldn’t need graph- 
ic artists. 

“We're spending a lot of time get- 
ting the playability just right. What 
we’re finding is that we can’t make 
it easy enough. Because we’re so 
close to the game we don’t really 
have an idea how difficult or easy it 
is but we’re getting messages back 





from people like the Bitmaps [name 
dropping, do you think?] who have 
been playing it and saying things like 
‘We can't get past this bit’ and so on. 
It’s actually very difficult to make 
things easy. 

“We have cut down some of the 
firing rates on the early stages. A tur- 
ret might stick its head up and sit 
there for a second saying ‘Shoot me’ 
rather than letting off a stream of 
bullets as it originally did. You've got 
to be a little bit gentle on the player 
because the game is much more 
free-flowing than something like R- 
Type which forces you through its 
levels at its own speed - in U2 you 
can basically go wherever you want 
whenever you want at whatever 
speed you want. 

“Because there are no speed lim- 
its, you’ve got to ensure that the 
player doesn’t become overwhelmed 
too early on - although if you do fly 
around at a breakneck speed then 
you’re likely to end up a cropper.” 

How has this almost finished ver- 
sion compare to how Andy imagined 
the game would turn out when you 
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“Sort of. It doesn't look exactly how 
| imagined it. It’s playing a lot better, 
mainly because we’ve made quite a 
few improvements to the control 
mode - in some ways it plays even 
better than the C64 version. It's 
taken a lot longer than | thought, 
though. We've had the basic bones 
up and running about nine months 
ago and it seems that very little has 
changed in that time apart from the 
graphics, but there have been little 
improvements going in all the time. 
I certainly haven't been sitting here 
twiddling my thumbs all day long.” 

Okay then. When-oh-when will 
the game be finished? “That's the 
$64,000 question. We're redoing the 
speech and hopefully including two 
different types of sound effects - one 
for machines with at least 1Mb of 
chip memory and one for machines 
which haven't. That’s a major prob- 
lem - | keep running out of chip 
memory, but that’s another story. 
Anyway, we're hoping to have all the 
data in and begin play-testing in the 
next two weeks. The game should be 
released in September.” 





t’s been a long time since the 

Amiga was treated to a decent 

isometric adventure, so when 
Core announced it was to release 
Darkmere just after Christmas The 
One's readers threw their hats in the 
air and showered the software com- 
pany’s premises with ticker tape and 
stuff like that. Unfortunately those 
days are long gone. As the release 
date has constantly been pushed 
back, gamers have become more and 
more impatient so the only things 
being showered on Core at the 
moment are harsh language and 
abuse. We need a UN Peacekeeper. 
Someone to save the day. 

Calling Paul Hodgson, Darkmere’s 
lead programmer. He doesn’t appear 
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to appreciate the gravity of the sit- 
uation, however, because the initial 
answer I received when | asked the 
Where Are You Darkmere? question 
is “it’s sitting on my machine.” 

Right, thanks for that. Can | go 
home now? Oh, apparently not - 
Dave's just informed me that you 
guys will need a bit more detail. 
Okay, let's try a different approach. 
Er, just why has it taken so long? “It’s 
taken so long because there were 
some problems a while into Dark- 
mere which involved some people 
being taken off the 
project, making me 
the lead program- 
mer. The game is 
very, very extensive. 
When we first took it 
on we thought that 
it would be extensive 
but certainly not to 
the degree it is. 

“Take, for exam- 
ple, the amount of 
graphics. We've had 
to downgrade the 
amount from the 
Original spec but 
we've still got at 
least 10 Mb of data - and that’s just 
for one level! So there’s a lot of 
graphics, but on top of that there’s 
other data which includes the map 
of the gameworld and when you 
consider that there could be any 
number of separate rooms in each 
level which could contain umpteen 
amounts of objects, that’s a lot of 
stuff.” 


“We had to com- 
pletely redesign it 
from scratch in 
terms of how the 
game code was 
going to run and 
how everything 
else was going to 


rum around it." 
Paul Hodgson, 
Darkmere’s lead 
programmer. 


FEATURE@ 


Ah-ha! What's all this team-chang- 
ing business? Do explain... “I was ini- 
tially meant to be doing the PC ver- 
sion, which in turn was going to be 
a conversion of the Amiga version, 
but because the Amiga version didn’t 
really come off the ground until 
quite a few months into develop- 
ment, certain changes were made to 
the people working on it to ensure 
that the game would maintain its 
promise.” 

Oh dear. We know how hard it is 
to effectively take over from some- 
one else. What state 
was Darkmere in 
when Paul was pro- 
moted? “It was basi- 
cally a bunch of 
graphics sitting ona 
few disks with some 
design notes which 
were rather dodgy 
to say the least. We 
had to completely 
redesign it from 
scratch in terms of 
how the game code 
was going to run 
and how everything 
else was going to 
run around it.” 

Anyone who read the original 
Work In Progress will recall that the 
programming team boasted some 
impressive in-game features which, 
if truth be told, sounded maybe a lit- 
tle ambitious. Is this the case? “In my 
personal opinion, the game spec was 
designed for the A1200 without the 
A1200 existing and we were expect- 
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ed to cram all of this into a basic 
Amiga, which has been difficult. 

“It’s quite clever the way it’s all 
turned out. On your bog-standard 
1Mb A500 it will run happily but if 
you happen to have an A1200 which 
has 2Mb of chip memory then the 
game will take advantage of that so 
sections which have to be buffered 
don’t.” 

One of the things the team 
weren't too confident about when | 
spoke to them last year was the 
speed of the game. A few figures 
were mentioned but most people 
had resigned themselves to the fact 
that it probably wasn’t going to be 
too zippy. Not so anymore - it’s pos- 
itively Carl Lewis-ing it along, as Paul 
explains: “There are tweaks still to be 
done but most locations are running 
at 25 frames per second and the 
places which do drop in speed will 
be gone by the time the game hits 
the shelves. 

“We've always wanted it to go as 
fast as possible, obviously. You could 
run it slower and it would be nice 
enough but the animations that 
Mark has got are so fluid and so nice 
that if you drop the frame rate then 
you'd need to cut back on the ani- 
mation frames so it wouldn't have 
turned out as nice.” 

While there is no definite release 
date to report (surprise, surprise), 
we're assured that Darkmere will be 
available within the next couple of 
months or so. One thing’s for 
sure - it looks as if it will be 
worth the wait. 
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THE SCORES 


All elements of our games are rated out of a possible 
maximum score of a hundred. But what do the scores actually 
mean? 


0-25 Rubbish. Offensively low quality. 

26-49 Below average. Not acceptable by today’s 
standards. 

50-60 Above average. But still plenty of room for 
improvement. 

61-70 Fair to good. Lots of nice points, but in no 
way perfect. 

70-80 Pretty smart. Above accepted standards. 

81-90 Extremely good. Top notch impressiveness. 

90+ Simply excellent. Breathtaking. 


THE OVERALL SCORE 


Obviously, at the end of the day, when all is said and done, 
the Overall figure is the best gauge as to whether the game is 
any good or not. While representative of the elements, it is 
not an average of the other scores. That's why it isn't called 
THE AVERAGE. 


| one morn and found him strutting his so-called stuff 
| about the office, sporting animal-friendly leather | 


| called Kiai (something to do with martial arts, | 


| er, Matt, Luke and the other ones from children’s 


| as teak cehenrits of icaweeek into | 

| her ever-smiling mouth whenever she can because, | 
| and I quote, “it’s good for you”. Let's just hope | 
| that she knows what she’s doing because if the | 
| dubious-looking sea-stuff has been gathered from | 


| herself very ill. Either that or she'll turn into a 
| Mermaid and have to design pages in the bath. v4 he 
| Chance would be a fine thing. 





DAVID UPCHURCH 
Fizzy pop and fast cars are just 


some of the words you could 
Gam use to sum up Wavey Davey's 
far 4 month. He's been putting his 
“c./. foot to the floor, keeping a 
—— . ‘hand on the steering wheel 
Vale | bs acacia ice to mirror, signal, manoeuvre at 
all times whilst hurtling around racetracks to 
celebrate Domark acquiring the Formula One 
licence. It’s gone to his head, you know - he’s now 
started to grow a moustache, wear blue all the time 
and demand a load more cash to prevent him from 
working on an American magazine sponsored by a 
top film star. It’s good to know that he didn’t have | 
to start being miserable as he’s already got that off 
to a fine art. | 





SIMON BYRON 
The month began extremely 


pleasantly for all of us. The 
birds merrily sang songs of 
love and harmony to each | 
| other. Pedestrians strolled | 
casually from cafe to cafe, | 
window shopping on their way as they fondly | 
thought of journeying abroad. Sad-types donned | 
sunglasses whenever the light streamed through the | 
hazy clouds because they thought they could look | 
like Tom Cruise. It was hot out there. Then what | 
happens? Simon ‘Miserable’ Byron sneaks off to | 
Bournemouth for a week and the heavens open. He 
won't be allowed to do it again. | 





| MATT BROUGHTON 
You wouldn't believe it, girls, | 
but Matt hides a deep and | 
dark secret. He's an aspiring 
rock star, y’see, something we | 

found out by accident when | 


we turned up unusually early | 





trousers and singing INXS songs into a joystick. It 

turns out that he plays bass and sings for a band | 
apparently) and often plays gigs in seta | 
venues such as the Rock Garden. Watch out Robbie, | 


favourites Take That - your days are numbered. 


JENNY ABROOK ete 
You wouldn't believe what 

young Jenny’s been up to this | 
month, you really wouldn't. 
m@ Pushing the boundaries of | 
@ taste to an unheard of low, | | 
' our oh-so-lovely Art Editor | 








our very own waters then she’s likely to make 
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Anyone gota 


snorkel and a pair of 
flippers? Quick, lend 


them to Simon 
Byron so he can 


descend to the very 
depths of the ocean 


and (once again) 
save the whole of 


mankind in ICE's lat- 


est shoot-’em-up. 
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Here’ $s where Captain 
Downrazor begins 
his adventure. These 
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This big empty void doesn't do anything, so 
il share my joke with you. Ready? How 
many Group 4 security guards does it take to 
change a lightbulb? None - they haven't 
realised it's gone out yet! Ha-ha! 
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Run like the. wind past. ae 
these things - hang /f 


Er, another empty 


space. 


iknow, we'll 


have a quick quiz. 


Question: How many 
top ten hits did Hot 
Chocolate have dur- 


ing the '70s? 
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Later levels begin with our hero submerged in water, his only route being 
upwards. He’s equipped with a tank of air at all times but the longer he 
| remains in the base, the less oxygen he'll have to shove into his lungs and 
if you don’t collect extra supplies (which, like the power-up icons, are 
deposited by some creatures when you blow them up), he'll lose one of 
his three lives. Got that? Good. + 
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As well as standard ‘teleport doors’ (shown on the big map), you can 
enter these lifts whenever you come across them. Whilst you may think 
that this provides an easy way upwards, they’re often arranged to skip 
floors so you need to use a combination of these and teleports to scout all 
the other floors - along with all the relevant key-cards as well! 


_ | i> | The animated intro may 
not be one of the most 
impressive we've seen but 
it’s certainly atmospheric. 
It all starts deep in outer 
space as the alien droid is 
tracked by a weather 
satellite and followed 

© through until it splashes 

" into the sea. Then we wit- 
- ness a few fighter planes 
scanning the oceans until, 
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Deep Core it’s the slight repetitive- 


seems to hang together admirably and provides a pretty 
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VERD 
Sorry to start off on a bad note but | 
wasn’t initially impressed by Deep 
Core. The animated intro is nice, 
sure, but yet another unimaginative 
platform/shoot-’em-up game? Nah, 
we can do without it, | thought. 
But, having played it for some time, 
| have to admit to becoming rather 
hooked. To be honest, it’s hard to 





Publisher: ICE 


Developer: Dynafield 
Systems Int. 


£25.99 Out Sept | 


explain why - after all, the game Joystick 
doesn’t really shine in any particular 
area - but it plays well and has aie! sete 


IiMb 
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some nice touches. Graphically it 
varies from medium to good; some 
aliens aren't animated particularly 
fluidly but the water effects are 
excellent and extremely well imple- 
mented and deserve a special men- 
tion. What's also good is that the 
game is paced well - neither too fast 
nor too slow - so that everyone, 
whether they've just loaded it up or 
have been playing for hours, can 
plan sufficiently and react to what- 
ever situation they're thrown into. 
For a game which on first 
impressions looks as if it might be a 
little too sluggish, the main charac- 
ter handles surprisingly well, with 
tricky leaps initiated easily, a neces- 
sity in platform-ish games. If there's 
one thing which could go against 


ness of the gameplay. In terms of 
variety, nothing too major is intro- 
duced, apart from some progressive- 
ly fiercer aliens every now and 
again, and after five or six levels it 
could become a little tiresome for 
some. But for a game which isn’t 
mind-blowingly original it just 





finally, the display cuts to z 
the title screen and the tough experience which most arcade fans will lap up. OU 
. action begins... And you can't ask for much more than that, can you? _ 
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Dated, that’s the word to describe 
Nicky 2. Everything, from the plot 


- erry ‘kia. pee 
(he a rahi @. r8 ase CS 


through the gameplay to the graph- 


ics and sound, smacks of a game 
Negae ©. ( oe Fee See eet 


Ss EEN ME Seem eh a from the late 80s. That's not to say 

6*¢"aeta® ee brea | Nicky 2 is bad - as far as it goes it's 
at, ae ee ee “Sp: ~ ¢. > . ™ 

“vik eLri kh eral sr 

eh 23h 45. 1 FAO, = oe 

. z4 Lid gir ad 


PabtSber: Microids 
iS? Pevelopers 
_ tnthouse - 


ie Lan wow: 
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quite an enjoyable little romp. 


However, it looks and plays more 
eet 
java sa eee element of puzzle solving in Nicky 2. Here, for wie rile, 
Nicky has to somehow get across this vast expanse of water and suffice to 
say one drop of the stuff will drown him. However, if Nicky scouts around 
he should find a magic log not too far away. If Nicky throws the logs at the 


than a new release worthy of 
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£25.99 - in fact, Simon commented 


water they form a bridge across to the other side. Hurrah! 
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Often throughout the game you'll be required to use teleporters (those 
mirrors with a ‘T’ in them) to access the more secluded areas of the level. 
Keep vigilant when whizzing around as it's easy to teleport straight into 
the path of a trundling nasty. By the way, that big teddy releases loads 


and loads of bonuses when zapped. 


Nicky is can pelt the meanies 
with his little green blobs or 


4 jump on their heads Mario- 
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Nicky 2 wouldn't be a platform game 
without platforms (obviously), so here are 
a few for your inspection. Jumping 
between them is made far more trouble- 
some than it looks due the fact that the 
controls are a bit sluggish and you're 
always under attack from nasties. To 
make matters worse some platforms give 
way when stepped on, sending Nicky div- 
ing for the ground. 
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style. Although riskier, the lat- 
ter method also produces a 
point-packed bonus. Nicky can 
also find weapon power-ups 
such as apples (which can be 
thrown further than green 
blobs) and footballs (which 
bounce all over the place, 
smashing all in their path). 


Seite EL, Lad ae : 





that it reminds him of Dithell’s 
Wonderland, and, as much as | hate 
to admit it, he's right. Oh dear. The 
graphics are teeny-weeny and primi- 
tively drawn - Nicky's annoying 
wobbly gait and rapidly-oscillating 
eyes don't make him the most 
attractive game hero ever. Sound is 
just about acceptable, with the fee- 
ble spot effects compensated for by 
a jaunty in-game tune. Gameplay- 
wise there are several annoying 
‘features’. The narrow platforms can 
be hard to land on, given the 
sluggish reponse of Nicky to your 
joystick commands, and this is not 
helped by the fact that you can fall 
off the edge of a platform even 
though you're obviously still stand- 
ing on it. The levels are big which, 


TTERA we 


while giving fans of exploring plenty OE 


to get their teeth in, may be a little 
too sprawling for most - | found | 
spent ages wandering aimlessly 
about trying to find the hidden keys 
so that I could progress. There's also 


hardly any variation between levels. 100% com- 


patible, 
with no dif- 
ferences at 
all to the 
standard 
A500/A600 
version. 


At least there's a password option so 
you don't have to keep replaying the 
bits you've done. All in all Nicky 2 is 
moderately entertaining stuff, but 
whether you'll feel you've got your 
money's worth from it is debatable. 
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“The combat zone. A substitute for war.” 
Blimey, that's dramatic! Matt Broughton 
stuffs tons of fruit down his pants and has 
a look at this steaming budget release. 


eppelin are obviously not ones for deep storylines as this, their lat- 

est budget release, puts you straight into the combat zone with only 

three objectives: stay alive, make lots of money and don’t worry about 
the fact that there’s no plot to speak of. 

This is a ‘tank in a maze’ type game in the style of Cytron/Gauntlet, with 
you looking down from above whilst guiding your warrior droid through 
the many levels in search of credits and your goal location before the time 
runs out. The levels are - as you might expect - filled with other droids intent 
on your destruction and they'll be quite happy to drive into you at great 
speed if they don’t have a weapon of their own. 

As well as looking for credits left about as you journey towards the level 
exit, there are keys to be collected which allow access to other parts of the 
maze. Some levels are just a simple drive-thru affair whereas some will 
require manipulation of pressure pads to open and close sections of walls 
in your way. 

Your droid isn’t exactly a Skoda and can be souped-up with various ‘toys’ 
that can be found in Alpha City. This is the ‘between levels’ section where 
you can choose to enter any of the shops on offer. Big Al’s Second Hand 
Emporium, Roy’s Repairs and Sid’s Taverna are just some of the places to 
go if you're looking for new or used goods. If you're feeling particularly 
confident, you can also visit the Tote Betting Shop where money can be 
made by betting on you performance for the next level. 

Your droid’s performance is governed by the quality of its five main com- 
ponents - communications unit, force field, weaponry, drive unit and 
armour. Weaponry can be upgraded to give you more powerful and varied 
guns as well as missiles which roam across the screen beautifully looking 
for something to kill. 
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As the mazes get more complicated you'll find that you can’t just zoom off 
to the goal but have to first move obstacles using a series of pressure 
pads. Doors must also be opened with the correct keys and teleport pads 
must be used to send you to otherwise inaccessible areas. Gaps in the 
maze floor offer a quick and instantaneous death, while running into large 
guns can do enough damage to leave you badly crippled. 


In some places you'll need to climb 
to a higher level using steps, 
which are shown below me here. 
To get up the steps you'll need to 
give your speed a boost with a tap 
on the Return key - something 
that isn't just useful for steps. You 
have a limited number of boosts, 
shown under the missile count, 
but fortunately for me there's a 
nearby pick-up worth three more 
boosts - they’re slightly rippled 
with a flat underside. 
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Theme VERDICT 


As you can see from screen shots, 

Universal Warrior is simple stuff. The 
graphics aren't out of this world but 
are nice and sharp and do the job as 


well as any, while the sound blips and Bren enema me 
crunches at the appropriate moments. ;SapRulie tiatnarG 
The baddies vary from thick wander- [pienisnau wbbibonts | 


ing weeds to intelligent tanks that i £9.99 Out Now. | 


follow you and shoot on sight which PSS hse 


can prove quite difficult to deal With [posse bosssamrene | 
Bey Fc Ricans bet 
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if you’ve taken enough damage to . 
affect your driving, and the overall si 
difficulty curve is well-judged. The 
Alpha City section is nice as it breaks 
up the game and also gives you the 
chance make any repairs and, of 
course, the all-important chance to 
bung tons of extra weapons onto 
your droid. | can't go without 
mentioning the gorgeous missiles that 
scoot around the screen - love ‘em! | 
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also liked the fact that you can buy ILIT¥ 
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add-ons from either a legitimate 
retailer or the black market, giving 
you access to larger weapons at less 
cost but with a risk of it suddenly let- 
ting you down. You can also get 
insurance for your droid, but any 
parts of it that have been illegally 
purchased will not be covered. This is 
lovely and simple and the perfect sort 
of thing to put on the budget market. 
It’s perfect for a quick five minute 
romp but stands up well if you want 
to spend time building yourself a 
wonder-droid. Jolly good fun. 





ox Fully compatible with no obvious improvements at all, as 
== always seems to be the case with arcade games. Dave tried 


emai) tO Explain to me why this was, but | fell off to sleep halfway 
sme through. Don't tell him that, though... 


Enter one of the many shops in 


a digitised assistant who will be 
more than willing to help you 
spend your precious credits. 
Weapons, armour and general 
droid improvements can be 


shop to be fitted onto the droid. 
It’s worth keeping a spare 
because you never know when 
something is going to fall off. 


Alpha City and you'll be treated to 


bought here for a price - nothing's 
free - and then taken to the work- 
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SIM LIFE 


They called David Upchurch mad, but the fools didn't know that he had discovered The 
Secret Of Life! Maxis’ SimLife, to be precise... 


ou know, it's great being the boss. From the Editor's chair, perched 
high over the editorial slave pits, | have full view of the grubby desks 
where Simon and Matt slave away writing the not-quite-so-brilliant 
bits of The One (i.e. the bits | don’t write). 

Although a lonely place, my pleasures are many. As | sip cocktails and 
cheesy snacks brought up to me by the lovely Jenny, | occasionally press a 
button on the handset built into the arm of my chair, sending 20,000 Volts 
through the slacking dolts below. Some say this treatment of my staff is 
cruel, but | prefer to think of it as a sort of incentive scheme. And anyway, 
it gives me a laugh - sometimes it takes hours for Simon to untwist his leg 
from behind his head, you know. 

But although the power | wield is awesome, | still hanker for more. So 
you can imagine the glee with which | set upon SimLife when it came in for 
review. Not only does it let me create my own unique worlds, each teem- 
ing with various flora and fauna, it even allows me to tinker with each 
plant and animal's genetic make-up! [Pause for maniacal laughter. ] 

SimLife’s not a game in the strict sense of the word. There are no real 
goals to try to achieve, and any sense of success or failure is totally self- 
defined. Maxis call it a ‘software toy’, in the same vein as the company’s 
. i | previous releases SimEarth and A-Train. It’s the sort of thing you mess 
—pomente aree | around with, with enjoyment coming from seeing what would happen if, 

Poe say, you altered the climate or changed a Llama’s reproduction rate or 
smashed a comet into the planet (yes, you can even do that). 

Obviously, then, SimLife’s not a game that’s likely to have mass appeal 
but if the idea of being God for a day gives you a buzz then read on... 


































ANIMAL FARM 


You're provided with a range of pre-designed anit 
get you started (including such exotic creatures as 
dragons!). However, you'll soon want to start tir 
genetic make-up and even creating your own un 

At the simplest level, this is done on the screen b 
ing the head, body and tail sections. The head g 
animal is a carnivore or herbivore and how intell 


whether it walks, flies or climbs and the terra 





the animal's abilities and don’t actually reflect 

This is all well and good but changing the be 
the animals broad abilities. lf you want to ma 
changes you'll have to call up the screen below-ri 
alter how the animal reproduces, how it reacts to its 
even how it moves! 7 
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\ (Below) SimLife is a big, big, big pro- 
& gram and it'll take you several days 
before you even get close to fath- 
oming its depths. One thing that 
does help, though, is the built-in 
interactive tutorial which leads 
you, step by step, through the 

game’s complex mechanics. 
Another good idea is the ‘Help’ 
icon which, when clicked on, 
brings up a panel showing you 
what all the other icons do. This 
is very handy, especially given the 
small and sometimes obscure nature 
of the icons on display. 
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Seek PeEry going on at all times you'll no 

doubt have trouble keeping track 

of what's going on where, which is 
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Bn why the census windows are so 
ee fessgerenr useful. These give you loads of 
, es F'\\\ es Sa | yee ) Parse" ipater action information on just about 
Pe Sf ita ~~ +f sso “3 Rey een agts 7) Cece tent Tere” everything, like the number of 
| oe 4 ee 4 , Mlle, | td 3 : EH Heaitn banger deaths and what caused them, pop- 


ulation diversity and much more 
besides. Keeping track of the varia- 
tions of these charts will allow you 
to make general judgements as to 
how your ecosystem is functioning. 
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Mihcuiak SimLife couldn't really be 
termed a game, the programmers 
have still provided for the hi-score 
freaks out there with this, the eval- 
uation screen. The score varies dur- 
ing the game depending on how 
weil and how long you do a good 
job. You can also get additional 
summarised information on how 
well the various areas of your 
ecosystem are performing by click- 
ing on the drawings of animals and 
planets in the pretty picture. 
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A barren world is of no use to any- 
body, so you'll need to seed it with 
lifeforms. From this screen you can 
spread seeds and baby animals far 
and wide across the globe. You can 
specify how many lifeforms to dis- 
tribute, whether they’re to be scat- 
tered evenly or clumped together 
and whether they should be placed 
on land, water or both. If you’re 
feeling particularly malicious you 


can even use this screen to wipe out 


whole species in one fell swoop! 


A comet has struck, 
Causing east devastation. 
The climate has changed. 
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Trading is no 
mystery to an Elite 
fan who has been 
known as ‘deadly’ 
in his time. With 
Flair’s latest, Matt 
Broughton tries 
out a different sort 
of ship and tests 
his trading skills on 
the open seas of 
the 19th Century. 
C the salty smell of sea dogs. 
Cue scurvy and rickets. Yes, | 


believe the scene is set for the latest 
offering from Flair Software - 1869. 
Trading games have always been 
popular on the games scene, from 
simple profit-and-loss ventures to the 
classic Elite, but there hasn't been 
one quite so historically accurate as 
1869 for quite a while. 
The manual included with the game 
is thorough to say the least and 
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world in the 19th Century, including 
such absholutely fashinating topics 
as imperialism, the colonial powers, 
the wave of immigrants and - of 
course - shipping. Though not essen- 
tial for success in the game, it actu- 
ally proves to be fairly interesting. 
Strange, huh? 

Once you've picked your starting 
location, it’s down to you to invest 
in stock that can be profitably sold 
world-wide, as well as manage your 
ship and crew without upsetting too 
many people. There’s not really a lot 
more to talk about as it’s all down 
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(Above) Once you sorted out a crew and cargo it’s time to select the next 
port of call and be on your way. It’s from this screen that most of the 
options can be accessed from checking out the ship’s status to voyaging to 
specific locations in each country. Clicking on the calendar acts as an ‘end 
turn’ which will send you spinning into the future. There are also crossing 
time records which can be broken to earn large cash rewards - lovely. 
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(Left) If you want extra realism, you 
~.e¢an turn on the ‘Historic Flashes’ 
‘option whereby news updates pop 
aes Ye up from time to time, showing you 
_ different historic occurrences that 
. > relate to the date. These can radical- 
ly affect your game, making stretch- 
es of water dangerous or putting 
countries into a state of war - par- 
__ticularly bad news if you happen to 
| al be in one of them at the time. 









(Above) You're won’t last very long 
without a large wad of hard cash 
behind you, but luckily this nice fat 
banker (who | will refrain from com- 
menting that he looks a bit like an 
aging Dave) will happily lend you 
dosh - with high interest obviously - 
to pay for ship repairs and buying 
goods. If things get tight you can 
extend your credit, but it will catch 
up with you in the end. 
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nuts, your ship is 
useless without any 
crew. The local tav- 
ern is the perfect 
place to pick up 
some hardy men and 
for a price they will 
be at your command 
within eight days. If 
you ply pub patrons 
with booze, there’s 
also a good chance 
that they'll give you 
some advice. 


In each country you 
will find traders 
ready and willing to 
do business with 
you. Each trader will 
specialise in buying 
and selling particu- 
lar commodities and 
the ‘Elite’ method of 
success can be 
employed here by 
finding out which 
two countries have 
opposite stock inter- 
est. Mind you, the 
world’s a jolly big 
place you know. 


You start the game 
with only one store 
in the port of your 
choosing but you can 
set up more as you 
traverse the globe - 
for the right money, 
obviously. Your store 
keeper will look after 
your precious stock 
and load it onto the 
ships as and when 
you need it. Try not 
to build up excess 
stock, though, as it 
ties up your capital. 


You’re not going 
anywhere until your 
ship is sea worthy 
and your crew is 
happy. Now what 
would make them 
happy? Oh yes, 
money. You can set 
how much you pay 
your crew and also 
how easy going or 
hard you'll be with 
them here. Too soft 
and they'll become 
lazy, too hard and 
they'll dump you at 
the next port of call. 
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country you visit as all locations are 


THE VERDICT 


I feel a bit of a git attacking this 
game as it all works very nicely and 
looks quite pleasant, but at the end 
of the day it just doesn’t provide 
the general games player with any- 
thing to get very excited about. 
Elite is my favourite game of all 
time, so I'm certainly not against 
trading games, but where 1869 suf- 
fers is in its severe lack of 
character. It doesn’t matter which 
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represented by the same picture 
and all the main characters that you 
talk to are identical. | know that 
this is purely cosmetic but with a 
trading game you do need touches 
like this to add a bit of anticipation 
- as it stands there’s no real reward 
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for sailing halfway across the world 
because the people and places you ia 
visit look the same as those from Leste 
where you came. The conversation B PLA ¥YARILIT 
system is also a bit repetitive as you % ‘p 
never really control the 
conversation, just give directions as 
to which stock you want or what 
ship you want. It's also a bit 
strange, don’t you think, that no 
matter where in the world you are 
the same three blokes are always 
down the pub (and probably called 
David, Simon and Matt). On the 
positive side, the player interface is 
very friendly and you can immedi- 
ately leap into ‘action’ without real- 
ly needing to plough through the 
instructions. The graphics that are 
there are also very well presented with some nice 
touches (e.g. the pages of the ship ‘catalogue’ turned 
by hand) and, though sound is a bit redundant in these 
sort of games, there are a few tunes and spot effects 
thrown in for good measure. Ultimately | wouldn't rec- 
ommend this to someone unless they were really excit- 
ed by the thought of endless buying and selling with a 
bit of strategy thrown in. Unfortunately, | don't know 
anyone like that. 
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Yes! There’s an A1200 version! It’s much improved, with 
graphics as good if not better than those on a PC, sound 
improving across the board and a much more impressive run- 
ning speed. This version comes on four disks rather than 
three, and is good enough to add a few percent to both 
graphics, sound and overall scores. 
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RAILS 


According to Alternative, this new budget 
release stars “rats with a rrr-attitude!” “Oh 
very clever,” ponders our own King Rat, 
David Upchurch. 


ats do not good computer game heroes make. Let's face it, it’s hard 

to feel any empathy for an animal that was instrumental in bringing 

the Black Death to Britain in the Middle Ages and wiping out half the 
country's population. The Pied Piper had the right idea - drown the not-so- 
little fleabags. 

Obviously Alternative Software is prepared to forgive and forget though, 
as they've made three of the filthy, repulsive creatures the stars of their 
new budget game. The action takes place on the planet Smeaton 5, where 
three rats found themselves after the colonists’ ship they had hitched a lift 
on crashed. The ship’s crumpled reactor sprang a leak and it wasn’t long 
before they mutated into giant, intelligent creatures. 

All was going well until the Grand Universal Mining Company turned up 
and decided Smeaton 5 was so polluted and horrible (a perfect rat envi- 
ronment, in other words) it had to be blown up. The rats, of course, weren’t 
too chuffed at this potential threat to their home and very existence and 
so ventured into the compa- 
ny’s main complex in an 
attempt to disable the bomb. 

Galactic Warrior Rats, then, 
is a top-viewed arcade adven- 
ture with the emphasis on 
arcade action. In fact, it’s very 
similar to Universal Warrior, 
also reviewed this month, 
with the player having to 
guide the rats through the & ——— —— 
mining complex, blasting You'll often come across computer termi- 
security droids, collecting nals which you can log onto by bashing 
keys to open doors and pick- into them and tapping Fire. These give 

you access to a level map and also let you 
ing up credits to buy tougher _jnto the shop where you can swap 


and more effective weapons. between rats if you're low on energy. 
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Most of the time this is what you'll be doing - trundling around the glossy 
landscape, blasting roving ‘droids and gun turrets. Slain nasties leave 
behind credits and sometimes keys, which you'll need to access sealed-off 
complex areas. Your aim on each level is to locate the scattered power 
sources and shut them down. When all have been deactivated you can 
move on to the next level. 
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isn't it strange that we should get 
two near-identical games in for 
review in the same month? Although 
Universal Warrior and Galactic 
Warrior Rats obviously look and : 
sound different, in terms of gameplay be es 
there’s not a lot to choose between | 


them. If | had to pick one as the 


superior game then I'd have to say } EY PO CEE RRO 
that Rats has the slight advantage, 


simply because it looks and sounds a 
lot nicer. The graphics are clean, crisp 
and polished while the sound, though 
hardly spectacular, is pleasantly 
meaty. Rats lacks some of Warrior's 
cleverer touches, like the way that 
you have to use boosters to clamber 
over certain obstacles, but makes up 
for it with lots more action - you 
can't trundle more than a few feet 


without having to shoot something. 
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game is also inferior to Warrior's - it’s 
very simplistic yet clumsily 
implemented, making bolting 
weapons onto your craft far more 
tiresome than it need be. I missed 
Warrior's dodgy ‘black market’ 
upgrades, too, which added a nice 
element of suspense to the blast-'em- 
up action if you were too impatient 
to save up for the good stuff. All the 
same this is an impressive budget 
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release. One thing | would warn you, 
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though, is that Rats is damn tough, 
and lesser players might get tired of 
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traversing the same ground over and 
over again as they struggle to reach the next level. Still, | 
suppose this adds to the game’s already excellent VFM. 


You have to fiddle with the boot menus (which they don’t 
tell you in the instructions) but otherwise Rats is fully com- 
patible with no improvements or problems. And did you 
really think there’d be an A1200-specific version of a bud- 
get game? 
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They needed a man with courage and 


strength. A man that could seize the guiding 
light from the forces of darkness and return 


order to the guardians of the forest. And, 


most of all, a man that could look good in a 


dress. Where's Matt Broughton’'s phone 


number? 





know that we at The One often go 
(ola) oxelunme)alettar-litava-lale mim lan) ele) ae 

tance in the games world, but we 
didn't really have a game in mind 
where your success relies upon chat- 
idiatemelomxe[Ullaq-] wm melom lon -m-lallaate} is 
and all that, but | still wouldn’t want 
to be seen publicly asking them for 
directions in the street. 

There’s also the matter of dress 
sense. | mean, hey, | love a hero as 
much as the next game player, but 
| do believe that there are certain 
requirements for his/her appearance. 
Call me foolish, call me irresponsi- 


ble, call me (get on with it - Ed.) but 
the first image that springs to mind 
VViidemr-Wmet-Teatcmelellalem ohVmmdet-Mat-lta(- me) 
Beastlord isn’t some skinny bloke 
VU aromN(relew-Mellalva (ele) diate melehailar-lave, 
runs a bit like Superman in that 
dodgy sequence from the first film - 
you know, the bit with the train. 
Yeah, right. 

Well, that aside, what's the story 
then? Well, there once existed a val- 
ley where all creatures lived in har- 
mony - just like in a Cliff song - and 
a force called The Guiding Light 
KoYo).<<to Mon (-1aaat-JaM-lalem ol=r-1 om <-1-) e)1ale 


, th i 
elt tt <> 


As the game's title suggests, you have an affinity with all creatures great 
and small and though not getting to put your fist up some pregnant 
cow’s bottom, you do need to talk to some of the animals as you will 
often need their help to solve certin puzzles. These squirrels seem like 
nice chaps, | wonder if they’d help me get something out of a tree - 
hmm, “Hi, I'm Matt. | love your hair.” 


ee ” 


You won't get far out of the village before you run into some unsavoury 
ruffians and muggers looking for a fight - it's a bit like living in 
Birmingham on an endless Saturday night. Fortunately you're not exactly 
a plonker in the kick-in stakes and have not only a nasty little jab at your 
disposal but also, if timed properly, a pretty impressive flying kick right 


to the boat race. SHMACK! 


them from fear. The guardians of the 
valley were the All-Seeing Hawk and 
the Winged Unicorn until - surprise 
surprise, oh bloody hell - The Lord Of 
DYVa qatrxm <lelate)e)elcvemaatemeraliae) games) are 
used it as bait to capture the Hawk 
and turns it to stone. Typical. As 


you'd probably imagine, all hell 


breaks loose and loosely speaking 
ae-mele\ am com elem comyo)aaiiar-|| Mell; am el 
that. 

The game revolves around the 
ci e-Jalerclgemele-lolal(am-leh-laidelacmy ay (=e i 
roo) (=rel dale mole) (-ra cya ae-Lellaemuiaa me tt] ee 
eTotciew-laleMeniialemaal-Maelec-re me) e) (cla 







a 


Sie 
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at the right time. There are general- 
NVAe) =e) mm auiomaat-}ie)m@e)eele)(-Jaar mela li aal= 
go at a time, each requiring smaller 
puzzles to be solved first. 

All that you have to get you 
idalaelelelamunt-maelsaliare mall i(-alet-m-l a= 
your wits, your fists, your legs - frail- 
Kolo) qiatemaarelelelamaal-\a-lacmew-lalem- Mle) ihV 
jolfe Mm oy-Le mm come-laavmmdallale ar-laeltlalomi ae 
And, believe me, between beating 
Uy om alarerectalm litle (-1e-m-lelemag-r-lel fate] 
on frogs, there’s tons of health-reviv- 
Tate Mags iaMieel| ako) am dal-Mel(a dire me] ole) m 
Oh well, best go and fing some ger- 
bils to talk to... 


oe Se 


character will grow hungry after a period of time. It’s also quite impor- 
tant to do certain things either at day or night - for instance, you can 
only successfuly cast the reanimate spell at night, while here I’m display- 
ing why it’s not a good idea to walk through the orc woods by being 
beaten crapless by about seven big orcs. 
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Magic features here and there in the game and you'll need to be ready with 
any spells that you have at a moment's notice. The game warms you up 
quite nicely by introducing a simple puzzle that takes you through commu- 
nicating, to fighting and buying goods with the money you've (hopefully) 
stolen, then collecting a spell, and finally practising it for real. The bad 
news is that I’m about to get turned into a dead person here. 





There’s more than just stress relief to be gained from fighting as it acts 
as the only real way to get money and food supplies throughout the 
game. If you can rise victoriously from any fisticuffs, the looser also 
loses his inventory. Needless to say that this includes food and money 
so it’s worth remembering where you have been attacked in the past, 
so that if you run out of dosh you can return to these dangerous 
places and try to gain some more winnings. 


Throughout the game you'll need to acquire specific objects from the 
various characters that you share the game with. Some of the objects 
you'll need can be found by talking to roaming folk and trying to trade 
with them. Others will always be found in the same location - for 
instance, I’ve just bought a foaming mug of ale for myself and a bag of 
nuts for my mates, the squirrels. ai tegie nt any Veras? Lovely. 


a aes Herts os a i <r ed Fre tN ~ 
The first puzzle to be solved revolves around freeing the petrified 
Hawk. By fighting ruffians | was able to get enough cash to trade with 
a local in the pub who had a knife. | then visited the leprichaun who 
gave me a reanimate spell in return for cutting him loose from the net 
that he was trapped in. Next it was off to find the stone bird and then 
wait until the sun went down so that | could try out my magical abili- 
ties. Hazzar! It worked. And so the story continues... 


fe Yakalwr ctxt ial telat ios 


At any time iseirth the game you can cli au the icon menu with a 
tap on the mouse buttons. As well as controlling the obvious object 
manipulations from here, you can also monitor your strength, commu- 
nicate with other characters, eat and access any magic spells that you 
might have. The action doesn't freeze while you do this, so be on the 
look out for thugs who'll quite happily nobble you while you're busy. 


Site At 200 0 owners, 1 nething: rm report at all ook: ee 

ly. Things do move just that bit faster but other- | 
wise it all plays about the same as the standard | 
version with no ere to the seisscis or. 
the sound. 
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adventure system which takes up the 
bulk of the game, enabling you to 
explore the planets at first hand and \ 
perhaps purchase some souvenirs or 
ice creams. | %, 
Right from the outset you know 
_ you’re not in for an easy time. After 
- you've genetically created a team of 
four enthusiastic adventurers, you pe 


find your dubious bunch stranded - _ 
Jonah-like in the Whale (your space- Cue the big orchestral fanfare, — 


ship which, funnily enough, looksa Cue the vibrating kettle — 


lot like a whale), which is high in drums, cue Simon Byron 
orbit around a planet. The only way 


= Vy = 
forward is to beam down to the plan- ~ Flair’s Space Epic 
et’s surface (don't forget to shout has just touched 


_ ‘energise’) and find a way to earn a - 
few quid so that you can buy some down in the sea 


fuel and continue to boldly go wher- of mediocrity... 
ever you fancy going boldly. 

And that’s all the information 
you're given, so a hearty trek around 
the hazardous streets of the city is , 
very much in order. Villains and trig- Ena ™S 
ger-happy cops patrol the walkways ‘ 
and won't hesitate one bit to thump 
you in the chops or stick a bullet up 
your snout to clear your nostrils (I 
find it’s better to use Vicks). These sit- 
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uations crop up fairly regularly and i Eg ani’ 
within a few seconds you can loose : 2 The et he 
ning 3 BER SR Ree se 

half your team, so it’s best to take or: inne 
things slowly and think carefully ; F : se. i Tho. : 
before attacking anyone you meet. aa ie ee. _ 
It’s very much a learn-as-you-play a a= Jas 
type of game, which is all well and » > i=? rouge r ; 
good if there’s a fair learning curve. at Sie E Je 
But, as you're about to find out, it - = lia a eR areet 
just ain’t like that... , al al 
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Once you've got the cash you'll be 
_able to enter the shop and trade. 
- You can basically buy anything you 
can afford and either use it or take it 
to another planet and hopefully sell 
the gear for a vastly inflated price. 
This is also the space equivalent of a 
petrol station, selling a very reason- 
- able drop of 4-star for a nice price. 


goods, equip your ship and even phone 

other computer-controlled characters if 
you've obtained their number (although 
there’s no Mercury button to enable you 
to enjoy a pleasant telephone conversa- 
tion). You can also save your game here, 
which is worth doing because you don’t 





The galaxy 

couldn't get any other chances. 
| arses. (Left) Here’s the 3D section where you get 

so let's ot to wander around the various locations 

use that searching for clues, entering buildings, 

4 word. Let’s fighting,etc. Although there's no sexy tex- 


ture mapping (the screen moves in 
‘chunks’), there is an auto-mapping thingy 
which fills in any places you've visited. 
You can go where you want by moving 
the joystick in the direction you wish to 
travel or using the cursor keys. 


use fairly sal, but at the same time 
indicate that there's a quite a few 
planets to visit, if you’re that 
way inclined. Of course, you'll 
need enough fuel to take you 
there and that costs hard cash. 





(Right)This is the control panel of the 
Whale and from here you can buy and sell 


Yi, 


f | mentioned the words ‘3D space 
im flight’ and ‘trading’ together in the at 
same sentence then you'd be jus- 
tified in assuming that the game I’m 
talking about is a lot like Elite. Well, 
you would be wrong - even though F 
both of those terms rear their pretty “~~ | 
little heads, there’s also a huge 3D 
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You begin your mission with four opportunities to cre- 
ate your team by choosing two adults who should ‘get 
it together’ in a lurve kinda way, but unfortunately 
you don't get to see any of the messy bits. Never 
mind. What you do get to do, though, is select a 
school and a college for the offspring to attend which 
will in turn affect their profession and all their other 


attributes. 


Once you're happy with your four 


crossbreeds then it’s off to the game proper. 


Seren | 


AJ 


Mars ee. 
ED 
m 


iM HEAR THES ahs 
iS SE VE ACT bom! 


CCIE? AR Se eee le rare 


F RT ictheeniniiony § rensiingpionapinnnienintiondintias 
» = ae 
= tn 
I 
Ps 
on q 
; omni 2g ¢ : 
st eas : ms 
ee ne Was Won eins rele a willie? 
a Sota Se ee 
‘ S = 
ee oa 
i ~ 7s 
“43 


oe * 
“ & S ae 


Most of the missions revolve 
around certain key characters 
who can usually be found in 
the same place, game in, 
game out. The typical task 
you'll be asked to do involves 
collecting an object and deliv- 
ering it elsewhere (even 
another planet) so it’s often 
best to make your own pen- 
cil-‘n’-paper map which indi- 
cates exactly where 
everything is. 


Not all of the folk who mean- 
der around the various cities 
are the same, you know. 
Some are friendly and like to 
chat, others attack without 
warning, while the rest just 
walk around with no real 
direction or purpose. Okay, so 
this adds to the realism, but if 
there’s a bloke in front of you 
when you’re striding down a 
passage then you can’t pass 
them by, which can be very, 
very annoying. 


There are times in the game 
where you'll be wanting to 
kick some butt - but be pre- 
pared to fiddle with the inter- 
face. If you pull back and 
press Fire you'll enter the 

: lower half of the game screen 

; which has quite literally twen- 
ty-eight other menus filled 
with the usual options (pick 
up, talk to, attack, etc) bolted 
on, all accessed by clicking 
over certain areas. 





of stiffs. The interface does its best 


major decisions, meaning that to 
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If Whale’s Voyage had kicked off 
with an easier first task then I'm 
sure that | would have got into ita 
damn sight more than I have. | find 
it hard to accept that someone sat 
down and thought “I know, we'll 
begin our game with an infuriating 
and tedious opening section - we're 
guaranteed to hook the players 
then.” If they did then they're 
wrong. And what's worse is that this 
part of the game is so unforgiving 
that all you need to do is select the 
wrong icon on a couple of occasions 
and your team will end up a bunch 


to make matters worse. Lengthy 
selection processes accompany all 


attack a target you have to cycle 
through three or four separate 
menus as the opponent continually 
fires at you, which is hardly fair. 
What's odd about Whale’s Voyage is 
that it does look like it's fun to play, 
but I can tell you now that there's 
really nothing worth putting in the 
amount of time that Whale’s Voyage 
demands - and even if there was the 
abysmal disk accessing and overall 
amount of fiddling you need to do 
would seriously dishearten the most —_- > a 
committed space explorer. It's also ss Sees = | ae 
not rare to find the game locking up 7 
on you and, because you can only 





save the game from the trading [teas SRT fl 


screen, every time this happens 


_ you'll find yourself doing a great deal of backtracking. It 


would be hard to put a figure on the amount of hours 
you're likely to get out of Whale’s Voyage because | only 
managed to barely scratch the surface - and that's with 
two day’s solid play! But I'd prefer to play something 


which has more to recommend than not and I'm sure you 


all feel the same way too. 
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@eW 4 Wwe & ge "bess igi. Ses ee Oe ee es What is it about tank games? They 


Matt Broughton finds himself back in the 
‘exciting’ world of tanks, infantry, aircraft 
in Empire's data disk thing. 


just keep on coming. Day after day | 
open the post and tank game after 
tank game lands magically on my 


| desk for review. Oh well, best make 

f you were lucky enough to have purchased The One back in December the best of it | suppose. You know - Heapekaher olsen tas 
~ you will no doubt remember the stunning review that our glorious lead- : é : oe fines 
"er Capt. David Upchurch wrote about the Empire strategy release Cam- I'm not someone who gets incredibly BEES 
paign. Well now it’s time to take that and party with the release of a data excited at the thought of Icoking at £15.99 Out Now 
disk containing not one but twenty-five new battle scenarios. 

If, while playing the original, you often thought “Oh, this would be so 
much better if only | could attend The Fall of Tobruk” or perhaps “The Allied in agreement with the comments . 
Breakout from Normandy would go down a treat right now, | can tell you” David made when he looked at the MEMORY] - DISKS 
then you'll be more than satisfied here. ay 

Load the new maps into your original game and before you can say original - the game does keep your 
“tank” you'll be slowly trundling around in a war-like fashion. Whether attention with an excellent mixture 
you're looking for 3D thrills or godly command from above, this should be 
just the tea cake. 


Publisher: Empire 


maps for hours on end but I'm much 


Mouse/Keyboard(Joystick | 


of strategy planning and romping 


The game is controlled for the most part by use of maps and statistical around in a nice metal death machine 
displays as you move your various units around the chosen landscape, but dealing out the chips. The map can 
periodically leaps into various sub-games involving overhead battle set-ups é 
and the aforementioned 3D tanky trundles. So, how does it do? Best be off become a bit cluttered when there 

' to the Verdict. are a large number of units on the 


move, but the zoom on the map is 





Panzer III Ausf G has seen 
M10 GMC Wolverine 





a yr anten 


nice and easy to manipulate and 
doesn’t cause a real problem. There's 
not a lot more to report over the 
original other than the obvious, i.e. 





there are more scenarios to get your 
teeth into. The game still suffers from 


When a battle occurs the player can choose to let the outcome be decided 


_ by the computer or take a personal hand in the actual battle. If you the minor problems of screen clutter 

_ choose to participate in the fight then you must first make use of this d that tt t 

overhead map to deploy your lucky lads around the enemy. Once the an at you can get too close to 

_ enemy have been found it’s 3D thrills and spills as you trundle round in an ; . 
effort to gain metal box supremacy. Friendly tanks must be recognised to shoot the enemy in the 3D section, 

_ avoid those embarrassing ‘own goals’ and do try not to blow up too many but other than that the sheer number 


innocent houses. _ 
ee of extra maps should keep even the 





q You'll spend a lot of your Campaign veteran busy. | found the FUE RERTIL 
time looking at a screen j : a 
such as this. Take control game a bit repetitive after while, but 
of a unit and issue the . 5 : | 
orders - if you're close to the map editor does inject a bit of 

a an identified enemy unit interest - especially considering that | 
_ 4 then you can shoot from j 
a distance or move in for some of these new maps are fairly 4 
-} a close-range 3D hunt. ‘ : : ; = ae 
| When ines get too clut- hairy to begin with. Overall | think 





| tered the magnifying 
glass can be placed over 


any section of the map already love the game and will keep you amused for 
4 to give a better view. 


that this is an excellent add-on if you 





quite some time - and in all honesty | can’t think what 


When the battles are fought 
automatically, you are 
shown a battle system 

screen which shows the 
strength of the available 

forces about to go into com- 
bat. Seconds later you find P° = 

out if it was all for nothing _ piiiiioiiisiiowng ee 

__—s or if it’s time to crack Open beeen 
> the Appletise. You can 

. examine the unit specifi- 

66 cations at any time. 


else you could do to enhance this type of game other 
than give more io to the Snr 


This isn’t faaily the type of game that can be affected by 
the A1200 although the 3D sections do speed up quite con- 
siderably, as you'd expect. The music isn’t enhanced in any 
way, though the nice animated intro sequence runs at a 
handsome speed. 
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« ” THAT WILL WEDGE 
YOU INTO YOUR 
SEAT FOR HOUR 
AFTER HOUR AS 
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CHAMPIONSHIP. EMPLOYS 
FEATURES THAT ENHANCE 
| THE GAMEPLAY LIKE NO 
= > Wie OTHER GOLF SIMULATION. 
a —" THE ONLY. THING BETWEEN A 
BOGIE AND A BIRDIE IS YOUR ABILITY. 


REPLAY YOUR SHOTS FROM VARIOUS COMPETITION INCLUDING SKINS WHERE YOU CAN PLAY FOR A SUM 
ANGLES TO CHECK YOUR TECHNIQUE, OF MONEY FOR EAGH HOLE. SELECT YOUR CLUB, ADDRESS THE TEE 
SELECT TO PLAY SOLO, OR WITH AND STRIKE OFF DOWN THE FAIRWAY FOR A ROUND LIKE YOU'VE 


FRIENDS, FROM SEVERAL TYPES OF NEVER PLAYED BEFORE. 





IN ASSOCIATION WITH ~ 


AVAILABLE FOR a’ ed | 
‘np. | 
CBM AMIGA 121m 210 


IBM PC 


ns OCEAN SOFTWARE LIMITED : 2 CASTLE STREET - CASTRERIBRID = IVMIANCHESTER | Mo 4U2 7b 067 692 6633 * FAX: 061 654 0650 
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SAVE THE WORLDS! 


SLIME WORLD 


A rather depressing start to Mick 
and Mack’s exploits, this. 

ACT aYadaliate mem el-liaiccte Mam cc] alate) 
shades of snot green, as are the 
meanies. After you've gooed all 
the Squeak Beaks, Slime Pigs and 
Goobers you're off to the slightly 
prettier... 





MYSTICAL FOREST 


Much nicer. The restarts get a bit 
otsTae(:tamceMilireMal:lacM-JaleM dal:lacmrla:) 
KoFsvet-Mopme(ct-lelh melee) rMiel mm datcMmrerel (Cia 
to fall into, so take care. Here you'll 
face Biz ‘E’ Beaver (ho-ho), Snappy 
(a flying fish, no less) and Slick - 
they look new but their attacks are 
very similar to those in Slime World. 


. 
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THE SMALL 
FACES 


Golly, those Mick and Mack 


fellows go through some 












strange facial contortions dur- 
ing their adventure. Here are 


some of them... 


eee 
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The Cheesy Grin 






ew: 


sdit-mateleliiare) 
With The 
Chewing Gum 


















The Bubble 
Blowing 





The Pervy- 
Looking Pelvic 





(left) Should you find seventy or 
more Arches then you get to play the 
special bonus game after you've 
completed the level. Here Mick and 
Mack have to run around, picking up 
rubbish as it tumbles from the sky 
and quickly throwing it into the cor- 
rect recycling bin. If any rubbish 
comes to rest on the ground then 
















The Not-Very- 






the game ends. The trick is to keep Impressive 
going for as long as possible - not fefeYohsd aleteh (2) g The Know-All 
only do you get more points, but Twirling Wink 


extra lives start to float down too! 


TOXI-TOWN 


J 

Looking a lot like the construction 

site from out of Sleepwalker, Toxi- 
Town is home to the fiery Hot 
Head, the pneumatic-drilling Jack 
and, my favourite, Thrashcan, who 

. explodes in a shower of litter 

when killed - and | thought | was 

trying to clean the place up! 


ARCTIC WORLD 


Arctic World is the most attractive 
world of the lot. It's all suitably 
cold-looking. Here you'll encounter 
the meanest meany of the lot - the 
Splatter Bat, which homes in your 
quicker than an Exocet missile. And 
elem ela-) oll acte Miele Ma-t-] Milelolan daria] 
you reach the end of the game... 


















| anyway) soon becomes rather yawn- 





If a game was merely the sum of its 
parts then Global Gladiators would 
score highly. The sprites are nicely 
animated, with Mick and Mack 
pulling all sorts of amusing 
expressions as they clear the world 







of gloop. The graphics aren't perfect 
by any means - the backgrounds 



















have a tendency to blandness and 
the scroll is a little rough, while the 
lack of any parallaxed backdrops 
gives some areas a desperately 
‘empty’ look - but overall GG does 
well on the visual front. Sound, too, 
is good, although M&M's tiny 
“Yelp!” everytime they leap does 





grate very quickly. Control over the 
burger-chomping boys is excellent 
and very responsive, and the ability 
to scan below your position means 
there’s none of that frustrating ‘leap QA | 

of faith’ business when jumping from 
platform to platform. Finally the dif- ~ 

ficulty curve is finely tuned, with AAR 

plenty of levels of gradually-increas- 
ing toughness (though I defy amyOMe pees i 

to defeat the end-of-game pUASTAHILITY 
supernasty). Yup, in all the main rat- z . 


ings departments GG scores well. 





However, it’s just as well we don't 


PT ERAREL 


because that, sadly, is where GG falls — 
down badly. There's little variety in 
each worlds’ monsters or scenery, so 1 
trekking about looking for the } 0 


have an ‘Interestingness’ rating 













McDonald's Arches (which isn't the 


most exciting game task ever 
No differences 
of any note and 
there’s no 
A1200 version 
planned either, 
more’s the pity. 


some, especially given each levels’ 
sprawling vastness. Sorry Virgin, this 
one's a bit Wimpy. 
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BATT he ISL 


Wondering where Matt Broughton's been? 
Well actually he’s been commanding armed 


forces on the Moon of Chronos - strange lad > 


- and you're invited along for the ride. 


less in boyfriends’ bedrooms have just picked up this mag to pass 

the time and have noticed that Battle Isle ‘93 is coming out. As we 
speak they're all having flashbacks to when the original came out and they 
didn’t see their beloved lads for days on end. Sad but true ladies, the next 
chapter in the Battle Isle saga is about to grace our screens. If you can 
draw his attention away from whatever game he’s playing right now, you 
can tell him yourself. 

Battle Isle 2 isn’t due out until around Christmas, but to help pass the 
time until then Blue Byte has graciously released what amounts to a stand- 
alone upgrade for the original. You are in overhead control of a futuristic 
army and must wade through a number of battle scenarios against either 
a friend or the computer. As you make progress across the levels, more and 
more differing types of weaponry and vehicles become available and the 
battle area coverage increases from a small number of screens to a fright- 
eningly large landscape. Lumme. 

Each player takes turns to move their army over a hex-spaced map, with 
movement and attack turns alternating. The troops have different 
attributes ranging from movement strength to the distance over which 
weapons can be fired. Each player has a headquarters which must be pro- 
tected at all costs as well as depots where vehicles can be repaired and fac- 
tories where new craft can be constructed. 

Ultimate victory will be yours only when you've captured the enemy HQ 
or all the enemy units have been destroyed - and don’t expect that to hap- 
pen too quickly as the average duration of combat in even the first few lev- 
els is well in excess of an hour or so. 

By this point most girlfriends will have probably resigned themselves to 
the position of second fiddle, so how about some nice pictures to break 
things up a bit? Come on, dive in. 


A: over the country I| can picture it now. Girls sitting bored crap- 
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Some maps seem to quite blatantly 
put you into a potential blood bath 
situation with tens of units lined up 
face to face. Though it's tempting to 
steam in, you need to think about long 
range weapons and terrain limitations. 
Rather than all units piling in, it's bet- 
ter to send a few units into easy bat- 
tles so that they gain experience and 
can become more efficient for the 
more important battles to follow. 


All buildings must be protected from 
infantry at all times. If they are able 
to get to the front door they will take 
it over and use any remaining energy 
and/or vehicles against you. This is 
where the option to view inside 
enemy buildings becomes vital as you 
can spend ages approaching an 
enemy building to find it empty. 
f” Lovely wastesef time. 
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(Above) When moving each 
unit around the map avail- 
able spaces are high-lighted 
for you to choose from. As 
well as other vehicles block- 
ing your way, changing ter- 
rain means that you will 
have to plan your routes to 
make best use of roads while 
avoiding craters, chasms and 
changes in ground level. 


(Above) When units fight the screen changes to show the opposing forces at 
each others throats. Any specific terrain surrounding the units will be shown 
and, if there’s an advantage, this will be put into the calculation for the out- 
come along with the units’ experience and specific attributes. If you are 
attacked by long range weapons you're helpless to do anything but sit and 
watch. The split screen shows you where on the map the battle is occurring. 














To give you some idea of how 
the size of scenarios can change, 
the map at top shows an early 
level, while the map below 
shows one of the later levels. If 
you take into consideration that 
the frame inside the map repre- 
sents a screen's-worth, | think 
you get an idea of how much 
terrain you will have to deal 
with later on in the game. Have a 
count of how many enemy units 
you'll be up against. 





Get damaged units into depots and 
you can use its limited energy to 
make repairs. Factories work in 
much the same way but also offer 
the chance to build vehicles from 
scratch. On later levels energy crys- 
tals can be collected and brought 
back to keep the factory/depot run- 
ning indefinitely. 
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ARMY MOVES 


As you move through the levels you 
will gradually amass more sophisti- 
cated troops and vehicles. Their per- 
formance is governed by factors 
such as mobility over specific terrain 
types, weapon firing distances and 
defensive strength. Just to get you 
moist, here's a selection of the toys 
that will be at you command... 


FAV-2b BUSTER 


Very mobile and able to make rock- 
et attacks 

from a 

distance, but 

defenseless 

against direct 

attacks. 


BA-3 PIRATE 


A ground combat plane that can de 
deployed 

against 

bombers or 

transport 

vehicles, but 

should avoid 

fast intercep- 

tors. 


PNoly ay itei le 


Extremely 

manoeuvrable 

and very pow- 

erful in battles 

with aircraft. 

Can attack air- 

borne targets 

at even greater distances than 
anti-aircraft tanks. 


Greater attack 
value than stan- 
dard infantry, 
particularly when 
capturing rein- 
iol ge-temolelivel late tp 
but slow. 


SR-100 FLAME 


Possesses a very wide radius of 
activity and 

large amounts 

of ammo, but 

is extremely 

venerable to 

attack. 


HG-13b ANGEL 
Highly 
manoeuvrable 
with a large 
iitelate melas (oe 
but defense- 
less against 
direct attacks. 











Don't bother me now. I’m up to my 
armpits in Scorpions, Cobras and 
Whales. But before you call the 
authorities, let me explain. I'm 
halfway - i.e. about two hours - into 
my third level of BI'93 and I'm com- 
pletely fished-in | can tell you. When 
| started playing this | really didn't 
stand a chance - | went wading in 
with everything | could lay my 
hands on and got well and truly 
kicked-in. The instructions tell you 
to compare this to Chess, which is a 
spot-on analogy as success is only 
possible by fully understanding the 
capabilities of your army. However, 
don't play this if you have no 
patience, because each game is 
going to need your full attention for 
a fair amount of time and there is 
no facility to save the game halfway 
through - a major grumble with a 
game that can take so long to com- 
plete at higher levels. The computer 
intelligence is fair but can be 
exploited once you know the way it 
reacts to certain situations - i.e. 
always steaming off after decoy sui- 
cide troops, leaving your true objec- 
tive open to attack. | liked the way 
that units become more efficient as 
they engage in more battles, making 
it a difficult choice between 
whether to use the factories’ energy 
on repairing old experienced units or 
building new vehicles. The twenty- 
four new one-player levels and eight 
two-player levels should more than 
satisfy the real fans while offering 
something appealing to the first 
timers. | do have to say though that 
the computer can take a horrendous 
amount of time to think and carry 
out its orders, especially when you 
get to later levels with something in 
excess of fifty units on each side. If 
you don't mind waiting, have a go, 


won't see you for a while. 
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I’m sorry to 
say that there 
appears to be 
no difference 
at all 
between the 
standard ver- 
sion and the 
game running on the 
A1200. The computer 
takes just as long to 
think and the machine 
still has to load up 
before battles. 





but tell your family where you're going because they 
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MERCS 7.95 | SUPER FROG (1MB) 19.95 ‘ 
G a Mm e S MICROPROSE GOLF (1MB) 24.95 |) SUPER HEROES (COMP) 17.95 3 5 il D 
MIDWINTER II (1MB) 13.95 SUPER LEAGUE MANAGER 18.95 ‘c | S S 
MINI OFFICE (1MB) 49.95 | SUPER OFF ROAD (NOT1200) 7.95 
1869 (1MB) 21.95 MOONSTONE 21.95 | SUPER TETRIS (1MB NOT1200) 17.95 
1869 (AMIGA 1200) (1MB) 21.95 MOONWALKER (NOT+) 6.96 | SUPERCARS (NOT1200) 6.96 
3D CONSTRUCTION KIT 24.95 MORPH (1MB NOT1200) 18.95 | SUPERCARS II (NOT1200) 7.95 
A-TRAIN (1MB) 24.95 MORPH (AMIGA 1200) 18.95 SUPERHERO (1MB) 21.95 
A-TRAIN CONSTRUCTION SET 12.95 NAPOLEONICS 24.95 — SUSPICIOUS CARGO 12.95 
ABANDONED PLACES 2 (1MB NOT1200) 23.95 NEIGHBOURS 18.95  SWITCHBLADE II 7.95 
ABANDONES PLACES 2-A1200 24.95 NICK FALDOS CHAMPIONSHIP GOLF ({MB) 24.95 SWIV 7.95 
AIR SEA SUPREMACY (COMP) (NOT1200) 22.95 NO SECOND PRIZE (1MB NOT600) 18.95 | SYNDICATE (1MB) 24.95 
AIR SUPPORT 17.95 NODDYS PLAYTIME (1MB) 18.75 | TENNIS CUP 2 7.95 
AKIRA 20.95 NORTH & SOUTH 6.96 | TERMINATOR II 6.96 
ALIEN 3 (1MB) 21.95 OMAR SHARIF’S BRIDGE (1MB) 24.95 | THE GREATEST (COMP) (1MB) 24.75 
ALIEN BREED-SPECIAL EDITION ‘92 (1MB) 8.95 OPERATION THUNDERBOLT 6.96 | THOMAS THE TANK ENGINE 6.96 
AMOS PROFESSIONAL (1MB) 37.95 ORK 12.95 |) THOMAS THE TANK ENGINE 2 6.96 
AMOS PROFESSIONAL COMPILER (1MB) 24.95 OUTLANDER 22.95 | TREASURE ISLAND DIZZY 4.49 
ANCIENT ART OF WARIN THE SKIES (1MB) 24.95 OVER THE NET 9.95 | TRIVIAL PURSUIT 6.96 
AQUATIC GAMES 18.95 PACIFIC ISLANDS 21.95 TROLLS (1MB) 18.95 
ARABIAN NIGHTS (1MB) 18.95 PANG (NOT600) 6.96 |) TURRICAN II 6.96 
ARABIAN NIGHTS (AMIGA 1200) 21.95 PANZA KICK BOXING 7.95 | TWILIGHT 2000 24.95 
ARKANOID II-REVENGE OF DOH 6.96 PEN PAL 39.95 |) ULTIMA 6 (MB NOT600) 15.96 Qty DSDD DSHD 
ARMOUR GEDDON 2 21.95 PERFECT GENERAL (1MB) 24.95 UNDER PRESSURE 9.95 
ARSENAL-THE COMPUTER GAME 18.95 PERFECT GENERAL-WW2 DATA DISK (1MB) 15.75 |) UNIVERSAL MONSTERS 18.95 10 5.30 7.80 
ASSASSIN (1MB) 18.95 PGA TOUR GOLF-COURSES DISK 12.95 |) WALKER (1MB) 21.95 20 10.35 15.35 
B-17 FLYING FORTRESS (1MB) 24.95 PGA TOUR GOLF PLUS 21.95 |) WARIN THE GULF (1MB) 21.95 25 12.65 18.25 
BACK TO THE FUTURE III 9.95 PINBALL DREAMS 18.95 | WAXWORKS (1MB) 24.95 30 14.75 21.80 
BANE OF THE COSMIC FORGE (1MB) 27.95 PINBALL FANTASIES (1MB) 21.95 |) WING COMMANDER | (1MB) 24.95 35 16.90 25.20 
BARBARIAN II (BUDGET) 6.96 PIRACY ON THE HIGH SEAS (1MB) 20.95 | WIZKID (1MB) 18.95 40 18.95 28.60 
BARDS TALE 3 8.95 PIRATES 10.95 | WORLD CLASS LEADERBOARD 7.95 45 21.10 32.10 
BARDS TALE CONSTRUCTION KIT (1MB) 21.95 PLATINUM (COMP) 15.96 | WORLDS OF LEGEND 18.95 50 22.95 34.40 
BATMAN-THE MOVIE 6.96 POPEYE 2 6.96 |» ZAK MCKRACKEN 10.95 80 36.35 52.30 
BATTLE CHESS 8.95 POPULOUS II-DATA DISK 12.95 |) ZOOL (1MB) 18.95 100 39.95 61.90 
BATTLE ISLE 22.95 POPULOUS II PLUS (1 MEG) (1MB) 24.95 | ZOOL (AMIGA 1200) 18.95 120 49.40 72.40 
BATTLE ISLE-SCENARIO DISK VOL 1 15.75 |_ FIRST DIVISION MANAGER (NOT600) 6.96 | POPULOUS/PROMISEDLANDS +. 10.95 150 60.95 90.25 
BATTLE OF BRITAIN-Their Finest Hour (1MB) 22.95 | FLASHBACK (1MB) 22.95 POSTMAN PAT 3 6.96 200 78.75 115.75 
BATTLE TOADS 18.95 | FLIGHT OF THE INTRUDER (NOT+) 12.95 PREMIER MANAGER 18.95 & 250 97,30 143.30 
BATTLEHAWKS 1942 (NOT+) 12.95 FOOTBALL DIRECTOR 2 (1MB) 7.95 | PRIME MOVER 21.95 E d U C at { O Nn a 300 116.30 170.75 
BEASTBUSTERS 9.95 | FOOTBALL MANAGER 3 18.95 PRINCE OF PERSIA 6.96 400 154.50 221.70 
BIG RUN 15.98 | FORMULA 1 GRAND PRIX (1MB) 24.95 | PROJECT X-NEW VERSION (1MB) 10.95 500 184.65 269.65 
BITMAP BROTHERS-VOLUME 1 (NOT600) 18.95 | GAUNTLET II 6.96 | PUTTY (1MB) 18.95 | CAVE MAZE 10.95 600 223.50 320.60 
BLADE OF DESTINY (1MB) 29.95 GAUNTLET Ill 14.99  RB.I. BASEBALL 2 6.96 | FRACTION GOBLINS 10.95 1000 364.30 524.40 
BODY BLOWS (1MB) 19.95  GHOSTBUSTERS 2 (NOT+) 6.96 | RAGNAROK 29.95 MATHS DRAGONS 10.95 2000 728.50 1018.75 
BONANZA BROTHERS 15.96 | GLOBAL GLADIATORS (1MB) 22.95 | RAILROAD TYCOON (1MB) 24.95 | PICTURE FRACTIONS 10.95 3000 _ "4065.75 1498.15 
BRIDES OF DRACULA 15.96 | GNOME ALONE 18.95 | RAINBOW COLLECTION (NOT1200) 15.75 | REASONING WITH TROLLS 10.95 4000 1401.45 1957.50 
BUBBLE BOBBLE (NOT600) 6.96 | GOAL (1MB) 22.95 | RAINBOW ISLANDS 6.96 | TIDY THE HOUSE 10.96 5000 1726.80 2396.85 
BUBBLE DIZZY 6.96 | GOBLIINS 2 (1MB) 21.95 REACH FOR THE SKIES 22.95 |) ANSWER BACK JUNIOR QUIZ (6-11 or 12-Adult) 16.99 10000 3325.20 4713.70 
BUGS BUNNY 6.96 | GODFATHER 17.95 | RICK DANGEROUS | 6.96 | FRENCH MISTRESS 16.99 All our disks are full 
BULLYS SPORTING DARTS (1MB) 6.96 | GRAHAM GOOCH WLD CLASS CRICKET ({MB) 21.95 | RICK DANGEROUS II 7.95 | GERMAN MASTER ‘ 16.99 Tuy 
CAESAR (1MB NOT1200) 21.95 | | GRAHAM TAYLOR'S SOCCER (1MB) 18.95 ROAD RASH 18.95 ITALIAN TUTOR 16.99 | guaranteed and include labels. 
CAMPAIGN 24.95 | GULP 21.95 _ ROBOCOD (NOT1200) 13.95 | MATHS ADVENTURE (6-14) 21.95 
CAMPAIGN 2 (1MB) 24.95 |  GUNSHIP 2000 (1MB) 24.95 | ROBOCOD-1200 18.95 | SPANISH TUTOR 16.99 
CAMPAIGN MISSION DISKS 12.95 | HAGAR THE HORRIBLE 15.96 |» RODLAND 7.95 | MEGA MATHS (A LEVEL) 19.95 
CAPTAIN DYNAMO 6.96 | HARRIER ASSAULT (1MB) 24.95 | ROLLING RONNY (NOT+) 14.95 | MICRO ENGLISH (8-GCSE) 19.95 s 
CAPTIVE 2 22.95 | HEAD OVER HEELS 6.96 |) RUBICON 15.96 | MICRO FRENCH (BEGINNERS-GCSE) 19.95 Mi | scel a Nn CO U S 
CARDIAXX 14.95 HEROQUEST 7.95 RUGBY COACH 9.95 MICRO GERMAN (Beginners-GCSE-Business) 19.95 
CARRIER COMMAND (NOT1200) 7.95 |  HEROQUEST 2 18.95 | SABRE TEAM (1MB) 18.95 | MICRO MATHS (11-GCSE) 19.95 
CATCH ‘EM 13.95 | HILL STREET BLUES 7.95 | SABRE TEAM-A1200 21.95 | MICRO SCIENCE (8-GCSE) 19.95 9) 4-Player adaptor 6.96 
CHAMPIONSHIP MANAGER ‘93 (1MB) 18.95 | HIRED GUNS 21.95 |» SAMURAI-WAY OF THE WARRIOR 17.95 | PRIMARY MATHS COURSE (3-12) 19.95 Head Cleaner (3.5") 3.75 
CHAOS ENGINE (1MB) 18.95 | HISTORY LINE (1914-1918) (1MB) 24.95 | SCRABBLE 20.95 | READING WRITING COURSE (3-8) 19.95 | Mouse 14.75 
CHESS CHAMPION 2175 15.75 |. HUMANS-JURASSIC LEVELS (STAND ALONE) 21.95 | | SECRET OF MONKEY ISLAND ({MBNOT600) 18.95 |) ALVINS PUZZLES 15.75 | Mouse House 2.95 
CHESSMASTER 2100 (1MB) 12.95 | K+ 6.96 | SECRET OF MONKEY ISLAND |! (1MB) 27.95 | PAINT POT 2 15.75 [i Mouse Mat 2.95 
CHUCK ROCK 2-SON OF CHUCK (1MB) 18.95 | INDIANA JONES & FATE ATL. (ADV) (1MB) 27.95 | | SENSIBLE SOCCER 92/93 18.95 |) SHOPPING BASKET 15.75 fl SCART cable 9.49 
CISCO HEAT 9.95 WHICH? WHERE? WHAT? 15.75 |) Workstation for 500 & 500+ 42.95 
CIVILIZATION (1MB) 24.95 BETTER MATHS (12-16) 18.95 | Workstation for 600 37.95 
COMBAT AIR PATROL (1MB) 21.95 =~ &) BETTER SPELLING (8-ADULT) 18.95 | Workstation for 1200 39.95 
COMBAT CLASSICS (1MB) 21.95 = — JUNIOR TYPIST (5-10) 13.95 (Workstations include mouse mat, 
COOL CROC TWINS 15.96 LU & © — MAGIC MATHS (4-8) 18.95 mouse house and dust cover) 
CRAZY CARS 3 18.95 am 4 MATHS MANIA (8-12) 18.95 : 
CREEPERS 21.95 | aay 3S THE THREE BEARS (5-10) i395 | Disk Boxes 
CRUISE FOR A CORPSE 20.95 o © ADI ENGLISH (11-12) 18.95 10 Slimpack 0.94 
CRYSTAL KINGDOM DIZZY (NOT1200) 15.75 sped = @ ADI ENGLISH (12-13) 18.95 40 4.95 
CURSE OF ENCHANTIA (1MB) 24.95 Co oo ADI ENGLISH (13-14) 18.95 50 5.60 
CYBERBLAST 15.75 QO = YL . ADI ENGLISH (14-15) 18.95 80 6.30 
CYBERSPACE (1MB) 24.95 906 . ADI FRENCH (11-12) 18.95 80 Stackable 14.95 
D-GENERATION (1MB) 12.95 ‘ = = ADI FRENCH (12- a 18.95 100 6.80 
DALEK ATTACK 13.95 i ADI FRENCH (13-14) 18.95 120 8.75 
DALEY THOMPSON'S OLYM. CHALLENGE 6.96 M on i i 1 dam { O 8p m 3 = ADI FRENCH (14-15) 18.95 150 10.95 
DELUXE PAINT IV AGA 69.95 ADI JUNIOR COUNTING (4-5) 15.75 150 Deluxe Stackable 21.95 
DESERT STRIKE 21.95 Sa t Uf day 1 0a mt O 4pm rns a im ADI JUNIOR\COUNTING 6-7) 15.75 Joys ticks 
DEVIOUS DESIGNS 9.95 i ADI JUNIOR READING (4-5) 15.75 
DIZZY COLLECTION ‘a7 & Mins from Old St. Tube - take exit 2 rm & L ADI JUNIOR REABING (6-7) 15.75 Me 125+ 9.00 
DIZZY PANIC 6.96 ADI MATHS (11-12) 18.95 Amiga Analogue Adaptor 4,99 
DIZZY’S EXCELLENT ADVENTURES 18.75 | INDIANA JONES & L. CRUSADE (ADV) 12.95 | SHADOW OF THE BEAST II 12.95 9) ADI MATHS (12-13) 18.95 (use any PC analogue joystick on Amiga 
DONK 12.95 | INTERNATIONAL OPEN GOLF 18.95 | SHADOW OF THE BEAST Ill 12.95 | ADI MATHS (13-14) 18.95 | Competition Pro 5000 - black 13.75 
DOODLEBUG 18.95 | ISHAR-LEGEND OF THE FORTRESS (NOT600) 21.95 | SHOE PEOPLE 7.95 ADI MATHS414-15) 18.95 |) Freewheel - Analogue 36.00 
DREADNOUGHTS 25.99 | | JAMES BOND COLLECTION (NOT+) 9.95 |) SHOOT ‘EMUP CONSTRUCTION KIT 7.95 |) FUN SCHOOL 2 (6-8) 6.96 I Freewheel - digital 27.00 
DREADNOUGHTS-BISMARCK 12.95 | JAMES POND 6.96 | SHUTTLE (1MB) 22.95 |) FUN SCHOOL 2 OVER 8) 6.96 I) Maverick 1 (QS128F) or 1M (SQ138F 13.75 
DREADNOUGHTS-IRONCLADS 12.95 | JIMPOWER 15.96 | SILENT SERVICE II (1MB) 24.95 |) FUN SCHOOL 2 (UNDER 6) 6.96 |) Megastar A/F (SV133) 22.00 
DREAMWEB (1MB) 24.95 |) JOHN MADDEN’S FOOTBALL 18.95 | SIMANT 24.95 |) FUN SCHOOL 3 (5-7) 18.75 i Navigator A/F 13.75 
DUNE 1! (1MB) 22.95 |) KEYS OF MARAMON 9.95 | SIMCITY-ARCHITECTURE 2 7.95 |) FUN SCHOOL 3 (OVER) 18.75 |) Python 1 (QS130F) 9,25 
DUNGEON MASTER/Chaos Strikes Back (1MB) 21. KGB (1MB) 22.95 |) SIMCITY DELUXE 25.99 |) FUN SCHOOL 3 UNDER 5) 48.75 | Python 1M (QS137F) 9.75 
DYNA BLASTER KID PIX (NOT1200) 18.95 ||) SIMCITY/POPULOUS 21.95 fs FUNSCHOOKS (5-7 18.75 | Quickjoy 1 Turbo (SV121) 7.95 
EASY AMOS (1MB) KILLING GAME SHOW 12.95 §)) SIMLIFE (1MB) 21.95 |) FUN SCHOOL 4 (7- 11) 18.75 | Speedking A/F 11.00 
KINGDOMS OF GERMANY 21.95 |) SIMLIFE (AMIGA 1200) 24.95 |) FUN SCHOOL 4 (UNDER 5'S) 18.75 |) Speedking Analogue 13.50 
Pp [= ase n reyis, {KNIGHTS OF THE SKY (1MB) 24.95 |) SLEEPING GODS LIE 7.95 |) MERLIN’S MATHS (7-11) 18.95 | Star Probe 13.50 
"LEGEND OF KYRANDIA (1MB NOT1200) 25.99 || SLEEPWALKER (1MB) 21.95 |) PAINT AND CREATE (OVER 5’S) 18.95 9) The Bug (black or green 13.50 
. | LEGENDS 21.95 |) SLEEPWALKER (AMIGA 1200) 21.95 [SPELLING FAIR (7-13) 18.95 | Topstar (SV127) 21.50 
NOT+ means software is not LEMMINGS (ORIGINAL) 18.95 SLICKS 6.96 
compatible with the following models: LEMMINGS 2 (1MB NOT1500) 21.95 SNOW BROS 18.95 
500 Plus, 600, 1200 LEMMINGS DOUBLE PACK 21.95 |) SOCCER KID 21.95 
LEMMINGS LEVELS (STAND ALONE) 12.95 |) SOCCER KID-A1200 21.95 H a I d W a re D at a G a M 
ELITE lI-FRONTIER 29.95 |) LINKS-FIRESTONE 14.95 |) SOCCER MATCH (NOT+) 6.96 
ESPANA-THE GAMES ‘92 (1MB NOT1200) 21.95 |) LIONHEART (1MB) 20.95 |) SOOTY & SWEEP 6.96 ca 
EURO FOOTBALL CHAMP 18.95 |) LIVERPOOL FOOTBALL 18.95 |) SOUP TREK 21.95 9 A500 Expansion upgrade with clock 0.5Mb 27.95 has supplied computer 
EUROPEAN CHAMPIONSHIPS 1992 18.95 LOMBARD RAC RALLY 6.96 SPACE CRUSADE-DATA DISK 15.75 A500 Expansion upgrade without clock 0.5Mb 24.95 hardware and software to tens 
EYE OF THE BEHOLDER II (1MB) 25.99 |) LOOM 12.95 |) SPACE CRUSADE PLUS MISSION DISK 18.95 [ A500plus RAM upgrade {Mb 56.95 of thousands of satisfied 
F-15 STRIKE EAGLE II 13.95 LOST VIKINGS 21.95 SPACE LEGENDS (1MB) 21.95 A600 Expansion upgrade with clock 1Mb 51.95 customers since 1987 
F-16 COMBAT PILOT (NOT1200) 7.95 ) LOTUS III-THE ULTIMATE CHALLENGE (1MB) 18.95 §) SPORTING GOLD (NOT+) 17.95 Parallel port extension cable 6.80 
F1 CHALLENGE (1MB) 8.95 |) MAELSTROM 24.95 I) SPORTS MASTERS (COMP) 21.95 Parallel printer cable (2m) 8.60 Amiga Atari PC Sega 
FACE OFF-ICE HOCKEY 7.95 |) MANCHESTER UNITED-PREMIER LEAGUE —-21.95 |) STARDUST (1MB) 13.95 |) Roboshift (Auto mouse/ joystick switch) 14.75 
FALCON 7.95 |) MANCHESTER UNITED EUROPE 18.95 |) STRATEGY MASTERS 24.75  Zi-Fi Stereo Speakers 37.95 Trust us to have all you need 
FALCON-COUNTERSTRIKE DATA DISK 7.95 |) MAVIS BEACON TEACHES TYPING V.2(1MB) 21.95 |) STREET FIGHTER (NOT+) 7.95 |) Zydec Scanner 117.95 
FALCON-FIREFIGHT DATA DISK 7.95 |) MCDONALD LAND 18.95 |) STREET FIGHTER 2 (1MB) 20.95 
FANTASTIC WORLDS (COMP) (NOT1200) 25.99 ||) MEGA SPORTS 18.95 |) STRIKE FLEET 10.95 e _— 
FASCINATION 21.95 |) MEGA TWINS 18.95 ||) STRIKER (1MB) 18.95 | ~ CC® | 
FATAL STROKES 21.95 |) MEGA-LO-MANIA/ FIRST SAMURAI (NOT1200) 22.95 ||) STRIKER MANAGER 7.95 2 nets 
FIRE FORCE (NOT1200) 17.95 |) MEGATRAVELLER 2 (1MB) 21.95 |) STUNT CAR RACER 6.96 ee 
FIRE HAWK 15.75 |) MERCENARY 3 14.95 SUPER CAULDRON 18.95 fra days a week. No credit card surchar ges 





Credit card orders 10 am to 10 pm 


071 608 0624 


i 7 days a week (not an answerphone) 
~~ You can also FAX your order to 071 608 0688 


Cheques/postal orders to 


DataGEM Ltd 


Department THO 
23 Pitfield Street 
London N1 6HB 











Prices include UK postage and VAT and are effective until 27th August 
1993. On overseas orders, postage is charged at cost. New titles will be 
sent as released and are subject to manufacturers’ price reviews. All 
orders taken subject to our standard terms and conditions. E.&0O.E. 











ANIMATION 
CLASSICS 


£34.99 


ow! No way! Awesome! Are you trying to tell me 
Wy: for only £34.99 I can get Dragon’s Lair 2, 

Space Ace and Wrath Of The Demon. Quick, bring 
me my brown trousers. 

Actually, | have to make a personal confession - | despise 
those animation ‘games’. | know they’re very clever and all 
that but I don’t think that that justifies spending a fortune 
for the privilege of occasionally pressing fire or left while 
the pictures go about their business. Anyway, as always I’m 
happy to sit with an open mind and have a bash - and this 
fourteen-disk package certainly gives me the opportunity 
to do that. 

Wrath of the Demon is the only real ‘game’ here as far 
as I’m concerned as you do actually control the character 
at all’ times. The game starts with a horse-riding section and 
later you'll need to explore caverns on foot - dealing with 
any monsters that you come across with your trusty sword. 
Apparently there are 120 different monsters in all, cover- 
ing some 600 screens of action. 

WOTD has been compared many times to the Shadow 











Of The Beast games but Wrath improves over Psygnosis’s 
offering by breaking the action with sub-games and keep- 
ing the player on his toes at all times. You never know 
what’s coming next and that’s half the fun. Despite its age 
| think it would stand proud among more recent games and 
is certainly a worthy addition to anyone’s collection. 

| could cover Dragon’s Lair 2 and Space Ace in the same 
breath as they are essentially the same game with different 
cartoons, but | think you deserve a little more than that. 
Dragon's Lair puts you in a number of situations which 
wouldn't be out of place in an Indy film. Once again your 
beautiful babe has been kidnapped by a typically evil fiend 
and, because you love her so much and stuff like that, 
you've decided to journey through 46 ‘action-packed’ 
scenes, with the story unfolding before your eyes. 

You have to join in at key points by directing your hero 
to either move in one of the four directions or fire to swing 
his sword. If you guess correctly then you go on to the next 
scene, if you’re wrong you get to see your death sequence. 
It really is as simple as that. To rate this game | have to talk 
about the quality of the animation which is of the usual 
Bluth excellence because 
there’s not actually that much 
else to say. Moving the joystick 
every couple of seconds isn’t 
the most user-friendly game- 
system every devised and pret- 
ty soon you'll either finish the 
thing or give up trying. 

Space Ace is another game 
very much in the same mould. 
Well, exactly the same, actual- 
ly. So much so that I’ve decid- 
ed that you can re-read the 
above paragraph and substi- 
tute the word ‘Dragon's’ for 
Space’, ‘Lair’ for ‘Ace’ and ‘46’ 
for ‘33’. Off you trot. 

Lots of people must like 
these cartoon-y games as they keep selling, so | imagine 
that you'll jump on this if you don’t already own the indi- 
vidual games. Anyone with real sense, though, will realise 
that the only thing which is worth the cash is 


Wrath Of The Demon. [MB] 
OVERALL (7740/7) 
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tion from most magazines, but for some reason | wasn't tempted enough to buy 

it. What a fool I was - it’s splendid. Set “in an age not remembered by men” (so 
how do they know then?) you are the Spirit Hunter Ankalagan and it is down to 
you and you alone to defeat the evil Dameron and all his nasty creations. 

For those of you that aren't familiar with this game, it runs in much the same 
way as the more recent First Samurai with platforms and sword play all over the 
place. The feel of the game lends itself to the old stop-motion animation films such 
as Jason and the Argonauts and more directly Clash of The Titans due to the vari- 
ety of Hell-ish monsters. 

The general route to suc- 
cess is by picking up 
weapons left behind by 
slain monsters and using 
them on the harder cre- 
ations. In the first level, for 
example, only by killing 
the Devil and collecting his 
trident you can kill the 
three-headed Chimera that 
guards the end of the level. 
Later Medusa turns sol- 
diers into stone with her 
stare and can only be 
passed by collecting a 
shield from Achilles. You'll 
then need her head to freeze the Hydra guarding the level's end. It’s a bit like Swap 
Shop. Only without Noel Edmunds. Phew. 

You start off with only punches and kicks to protect yourself but soon you'll 
find your trusty sword and the fun begins. Stabs, head slashes and best of all neck 
slices - watch those heads roll - are all available at the touch of a button. Fireballs 
are also a standard weapon to complement the specialised weapons already men- 
tioned. 

You can take nine hits before loosing one of your three lives and energy can be 
topped up using power icons left behind by gargoyles. There are also three con- 
tinues to ease frustration once you've worked your way through the three disks 
and then die. 

At this budget price | really can't fault this for good old-fashioned vat 
and would recommend it to anyone who enjoys hack- G99 9999) 
ing their way through mythology. [MB] “Wielba anebadatot 


Bien to remember that when this first came out there was quite a good reac- 





£9.99 
ancy a good kick about? Oh, that's a shame. Accord- 
E':: to Krisalis, since Manchester United: The Official 
Computer Game was launched, it has sold over 
100,000 copies, providing a good enough reason to follow 
it up with Manchester United Europe and here it comes 
again thanks to Krisalis’ budget label Buzz. 

There is nothing here that you won’t already be expect- 
ing from a player/manager-type footy game but suffice to 
say that all the usual options are here: statistics, tactics, 
bookings, etc. You can choose to either organise and play 
in matches or step back - avoiding the arcade section - and 
watch as the results arrive. 

The problem with playing as manager though is that 
there just isn’t enough to keep you occupied and it soon 
becomes a ‘game’ of just watching the scores until the sea- 
son ends. Any time between matches you can call up a 
blackboard and, by monitoring the skill levels and forma- 
tions of your players, pick the best squad possible but real- 
ly that’s all you can actually do. 

If you do opt to play in the matches then the fun really 
begins. Anyone used to playing footy games at a Sensi/Strik- 
er speed is going to need some serious medication if they 
want any real thrill. Horizontally viewed, the ‘action’ is very 
slow and also a tends to ‘jump’ around, damaging the 
game’s flow. I’m perhaps being a bit more harsh than | 
should be, as after a while even | started to achieve a degree 
of skill - very frightening! Aftertouch affects the ball as nor- 
mal and headers and volleys are performed depending on 
your approach to the ball. 

I'm torn between warning you away from this and say- 
ing that it’s good for a laugh. If you do fancy the idea, try 
and get a demo play on it first just to be sure it’s your 


‘thang’. [MB] 67% 











OVERALL 


PROJECT-X 
Team 417 £10.99 


es! At last. No, I’m not talking about the time span between Project-X’s full-price 
and budget release but the fact that | actually managed to get off level two. Thank 
the Lord above. 

You may remember the fuss that Project-X caused a couple of years back. Whilst being 
undeniably sexy in about every department, its difficulty level was the cause of many 
cases of premature baldness among Amiga owners. The main reason for the sheer tough- 
ness was the fact that if you 
spent a good few minutes 
collecting power-ups and 
equipping your spaceship 
with unbelievably awesome 
firepower, accidentally col- 
lide with a stray laser bolt or 
enemy ship a couple of times 
and you'd be back to square 
one. 

This may not soundthat 
bad but, after the initial set- 
tling in period, many situa- 
tions positively demanded 
side-shots or super-hard plas- 
ma guns so if you didn’t have 
the required destructive 
power then you might has 
well have hit the escape key 
and started all over again. 

And all credit to Team 17 
for listening to the punters 
and accepting that unless 
you were Jet out of the Glad- 
lators then you wouldn't 
even get to load up disk 
three. With this cheapy ver- 
sion they've taken out some 
of the unrealistically tough 
parts, shortened the levels 
and - yes! - ensured that you 
start off with a harder ship to 
start off with, making the 
game a damn sight more enjoyable to play. 

That's not to say that you'll walk through it. No way, matey - it’s still one of the tough- 
est blasters ever to appear on the face of the earth but at least now most people will get 
off Level Two, of which I'm living proof (did | tell you that | got off...). 

It’s hard to say whether or not this sexier version is worth an extra tenner if you bought 
the original but think of all the money you'd save on sedatives if you did. If you don’t 
already own the full-pricer then don’t buy another piece of 
software until you've snapped up this. [SB] 
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Yet another budget release from the Krisalis budget 
label, this one taking the shape of Face Off, an ice- 
hockey player/manager game, which is very similar to 
Man Utd Europe, reviewed earlier on these pages. 

As with Man Utd you can choose to participate in 
either the arcade and management aspects of the 
game or tackle both together. As the manager you 
must look after your happy team and by monitoring 
their individual statistics can opt to put them in for 
a training to improve their speed, toughness, shot 
power, tackling ability and aim. You can also select 
the best players and allocate them to the best posi- 
tions depending on their skills. 

Tactics can be set by giving a general preference 
to midfield, defence or attack and you can also choose 
to play nicely or nasty. This last option goes hand in 
hand with the option to take the ref off - which can 
lead to the, ahem, occasional punch-up - which is why 
you need to get your men on the weight training rota. 
If, at this point, you are playing as manager only you 
can examine team stats against opposition stats to see 
how you match up, then cross your fingers and wait 
for the results. 

Of course some of you will want to get out there 
on the ice yourselves and do some damage first hand, 
which is why the player option is there. Ha ha. To 
break up the violence, the odd bit of ice hockey must 
be played which takes the form of a fairly leisurely 
horizontal rink-romp. Passes and shots are available 
when you have the puck and bone crunching tackles 
can be delivered when you don’t. It’s all fairly primi- 
tive but not bad for a quick time-waster. 

The managerial sections are presented very nicely 
with some good graphical representation. The arcade 
section is a bit more jerky and looks like it belongs to 
a game from a few years back but, like the Man Utd 
game, if you give it a go you should be able to get a 
~ fair bit of enjoyment out 
>) of it. [AB] 
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If you're one of those sad people that wants to live Vietnam 
over and over again even though you weren’t even born 
when it happened then plug in. Get ready for ‘interesting’ 
stories about how ‘exciting’ it is to do 180° in less than one 
boats length at 30mph. Whoa, now I’m cooking. 

To describe Gunboat in the simplest terms, you take full 
control in the running of the PBR boat as you work through 
a number of missions. A map and a briefing gives you more 
specific details, but the basic elements of each mission boil 
down to using radar to find enemy encampments, infantry 
and patrols and then blowing them away. 

Initially you act as navigator and pilot, sending the boat 
towards the chosen location - Nha Trang, Sang Bang, Dang 
Gong, | was all over the place man - and when enemy are 
identified you then switch to gunner. While you're shoot- 
ing the devils you can give directional orders to the copi- 
lot by using the function keys, without leaving the guns. 
Similarly, you can issue orders to gunners in this way while 
you are navigating - relying on their accuracy while you 
manoeuvre as close to ‘Charlie’ as possible. 

The graphics and sound are reasonable but | personally 
found this game frustrating to play because of the time 
taken to acknowledge any input - the machine stores the 
keys pressed so that, if like me, you press a number of impa- 
tient times in a desperate effort to get the game to do what 
you want, you find yourself trapped watching while the 
machine jumps around trying to catch up with you. By the 
time it executes the orders you gave, you don’t want to do 
them any more and as for the guns, well, you can probably 
imagine how many times | hit the fire key - it took two min- 
utes of firing at water before | could move again. If you're 
patient, Gunboat’s not too bad - | personally found it far 


too slow. [MB] | me 
ite, © 4%) 








Okay. I think we all agree that Guy Threepwood was a pretty bad name for a 
hero but can LucasArts surpass that? Oh yes they can. Loom’s hero, you see, is 
called Bobbin Threadbare. Bloody hell. But I'll forgive LucasArts that because 
Loom is lovely. No, really. 

The game engine works in a similar way as the Monkey Island's did, but this 
time round there are more set animations (i.e. where you just watch) and not so 
much chosen dialogue - it’s sort of a cross between Legend of Kyrandia and Mon- 
key. The story revolves around a fantasy world on the edge of apocalypse with 
you as it’s only hope of survival. But never mind all that, just point and click and 
off you go. The graphics are nice, as are the many animations that seem to be 
going on all the time. 

The real cream of this game though is the magic. Yes, | love it. The magic is 
accessed by music - Take That wouldn't last long here then - with each ‘draft’ 
(spell) being cast by playing a four-note tune on your distaff (a large flutey thing 
or something). You start with only three notes at your disposal, which means 
that only simple spells like opening things or dying things green are possible, 
but as you progress more combinations and notes will become available to you. 

I can't really think of too much else to tell you as the beauty of the game comes 
through when you start playing, but grumbles take the form of silly comments 
about the music which stops and starts every time the disk accesses. Do you 
remember that sad old git Norman Collier and his ‘hilarious’ broken microphone 
routine. Well, it's like that. There's only three disks to the game so swapping 
doesn't cause too much heartbreak though. 

I want to take this game home and sleep with it, 


and I suggest that you do the same. [MB] OVERALL 
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F-15 STRIKE EAGLE 2 
£12.99 


You’re not going to believe this but I’ve just enjoyed playing a flight sim - weird, huh? | 
think the real beauty of this game is that it can be played on as complicated or as simple 
a level as you want. Usually | miss out on any kind of flight game because | can’t be both- 
ered to plough through the generally huge instructions and key layouts. F-15 lays it all 
on a plate with automated systems, leaving you to shoot things while the simplified radar 
gives you a good idea of what’s going on around you. 

Six missions are available covering Lybia, the Middle East, etc., each with a different 
objective and different enemy hazards. Each mission always features two ground targets 
that must be destroyed as well as the numerous aircraft and ground implacements that 
can be engaged or avoided. You can let the auto pilot do as little or as much as you like - 
turn it off completely and you will need to look after take offs and landings as well as cor- 
recting your heading to intercept targets, keep it on and you can just decide to take over 

——_____—— once you’re at your destination. 

Unlimited cannons can be fired along with a limited num- 
ber of short-, medium- and ground-ranged missiles and 
counter measures are available in the form of chaff and 
flares. A number of views can be chosen manually, or you 
can turn on the ‘director mode’ and let the computer pick 
the most dramatic shots depending on the situation - a nice 
touch but a bit cosmetic. 

If you've always fancied a bash of flight but couldn’t be 
bothered now is your chance to have a nice call sign like “Red 
5”. Go on, off you go - bogies at six o’clock and 


all that. [MB] | ‘ 
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This is definitely one of the more intense cheapos this 
month - from the hand of Mike Singleton no less. Mid- 
winter 2 tries to be a lot of different games all rolled 
_ into one but the basic picture is of a strategy/action 
war game. 

You're a top COBRA agent sent on a number of mis- 
sions to liberate the Slave Isles by bringing each 
island's local authorities to its knees. There are forty- 
one different islands to be tackled with anything 
between one and five objectives/missions for each one. 
Missions may include assassinating enemy comman- 
ders, enlisting key personnel or sabotaging bases and 
factories belonging to the enemy. 

You can choose to tackle these missions in one of 
three ways: Firefight - purely action; Raids - tactical as 
well as action; and Campaign - taking full control of all 
aspects. Planning is done via maps and agent deploy- 
ment, with the action taking the form of 3D sections. 
A variety of land, sea, air and amphibious vehicles are 
at your disposal, along with an impressive number of 
weapons and you can choose to take practice missions 
in each before you embark upon a full blown one. 

Before you do anything though, you must create the 
agent that you will be playing using the extensive 
character creation system. Apart from being able to 
change the physical appearance of your man/woman, 
you will need to define his psychological and physique 
abilities. He needs to have charm but capable of mak- 


ing effective threats, be able to plead but be authori- 
tative when necessary. Physically you'll need someone 
who has fast reflexes but still retains sturdiness, etc. 
During the missions you may be required to swap 
between the different control methods, i.e. from fly- 
ing a helicopter (and crashing) to travelling by 3D foot 
to using the icon system to interact with other char- 
acters. 

The closest thing I can describe this to is a first-per- 
son version of Activision's Hunter but with much more 
pre-mission thinking required. It’s pretty confusing to 
start with, but once your familiar with the various con- 
trol systems there is a hell of a lot going on. Not bad, 
but a bit heavy. [MB] ME 
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inne 2 Nee BLUES | 
fciatarsciiilas dum-ber-dum, dum-dum-dum ber-dum-ber dum-dum-dum. Ah, 
2 [ie 


the unmistakeable strains of the Hill Street Blues theme tune. Music never 
really translates well when written in text form, but | think you know what 

I’m driving at. 
Do you fancy taking control of all your ‘favourite’ TV cops, deciding where to 
send them and who they should shoot. You do? Well you've come to the right 
place ‘cause Krisalis have just released this 1991 game on their new budget label 


ey Crime 
- Buzz - and for just under a tenner you can be any of the cast including Renko, ~~ iter ‘ BURDETTE . MVYENDY 


Bates, Coffey, tea and biscuits. 
As Captain, you control the officers in your precinct from a God-like position [Miteijitiil maladie es Motorcycles 

in the sky, using the icon-driven control system to issue orders. Crimes occurring ; , 

are reported in on the radio and by bringing up a map of the entire precinct you -B aq on atching 

can pin-point specific locations that need attention, having a car on its way in sec- " Mo) NL UL ?? 

onds. : 
From your office you can access the main computer and get details of each inci- - 09:18 


dent, with each report giving you a location, the details of the crime - for instance pe 
he Description of Assailant 





Of fF icer Lotfey 


mugging - and also photo shots of both victim and assailant. Once an officer is pre- 
sent at the scene, you can target and look at pedestrians in the hope of a photo 
match. If you make an ID, you can radio the description back to the computer 
operator and, if the match is positive, move in and make an arrest. 

Most small time criminals can be brought in easily and it's really just a matter 
of reacting quickly enough to the report, but as the criminals move into the seri- 
al-killer league, you may need to radio for back-up, use firearms or even call out 
the SWAT team or, if you're too late, the coroner. 

This plays a bit like a Sim City-type ‘God’ game and is quite entertaining. It's a 
real pain getting about initially as the map of the city has no indication of what is 
what and, once a report has been radioed in, it’s a bit of a chore having to click 
your cursor on each of the possible sixty-odd locations until you find the right one. 
This becomes easier as you play more and become familiar with the city's lay- 
out, and it also helps to get your nine officers out and about patrolling the city 


as it saves time when responding to calls. This isn't ‘five 
minute quicky’ fodder but more than repays the time (©) 77) 7 | Bi% 


| | £7.99 


When Millennium first created the character of James Pond 
did they have any inkling of the misery they were about to 
unleash on the games magazine-reading public? | feel sorry 
for you lot, you know, having to plough through endless 
fish-related puns and gags every time the sub-aquatic super- 
spy’s name is mentioned. So you won't find any here. Oh 
roe, er, no. (Damn.) 

Anyway, Robocod. It’s a platform game, don’t you know. 
Apparently Dr Maybe, Pond’s arch-nemesis, has taken Santa 
Claus hostage at his North Pole toy factory. Unless Pond res- 
cues old Saint Nick then all the kiddies won't get their pre- 
sents at Christmas, thus causing much wailing and gnash- 
ing of teeth. So Pond must negotiate the factory’s many 
chambers, battling the toys which have been reprogrammed 
by Maybe to attack any intruders. Scary, huh? 

As platform games go Robocod is fairly standard stuff - 
hop from platform to platform, bottom-bash nasties to kill 
them, collect bonuses, find secret rooms, etc - but there is 
one unique twist on the old theme. You see, Robocod is fit- 
ted with a miraculous Extendo-Suit, which allows him to 
stretch infinitely skywards and reach secret rooms and 

bonuses. Okay, so it's not much of a twist but it’s quite novel 
j and amusing and helps keep interest up. 
; Robocod was released roughly a year and a half ago now 
and it’s surprising how quickly it’s dated. Don’t get me 
} wrong, it’s still a fine quality little romp but by the mod- 
i , ern standards set by the likes of Arabian Nights and Super- 
i 
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frog it’s nothing special. Still, at just £7.99 it’s hard to real- 
ly complain, so if you fancy some no-frills platform action 
then this easily delivers the goods. [DU] 
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0891 990 505 
To Download 


r Why wait for your software when you can download now direct to your computer. Microland 


connections and most files are compressed to minimise the cost. Check it 


a 6Offers Ma 
m out on 0483 725 905 at normal call charges. So much shareware you are spoilt for choice, 
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Teeny Weeny Games Ltd 


TWG are a successful console based software developement house specialising 





DIAL = A= TIP 


THE ORIGINAL AND THE BEST 
FOR CHEATS TIPS AND INTERACTIVE GAME SOLUTIONS 









CHEAT LINES 
AMIGA GAMES LINE 
CHEATS GALORE (say yes for Amiga) 0891 101 234 
ST GAMES LINE 0891 445 787 
ALL CHEATLINES UPDATED EVERY WEEK 

INTERACTIVE GAME SOLUTIONS 
THE CHAOS ENGINE 
DESERT STRIKE 
CHUCKROCK 2 
STREETFIGHTER 2 0891 445 927 
THE IMMORTAL 0891 445 928 

FOR FULL INFORMATION ON ALL OUR SERVICES 
DIAL 0891 445 904 


DO YOU OWN A GAME THATS DRIVING YOU NUTS? TELL 
ME ABOUT IT, CALL OUR NEW QUESTIONS AND ANSWERS SERVICE ON 0891 66 80 
12 AND LET US DO THE HEAD SCRATCHING! 
HAVE YOU GOT WHAT IT TAKES FOR THE ULTIMATE QUEST 


DIAL 0891 101 255 AND FIND OUT ! 
WHAT DID YOU DO LAST WEEK ? FIND OUT WHAT WE DID ON 0891 101 235 


0891 445 786 








0891 445 936 
0891 445 953 
0891 445 946 
















PLEASE ASK PERMISSION IF YOU DONT PAY THE PHONE BILL, YOU WILL BE GIVEN 
INFORMATION REGARDING RELATED SERVICES, MAXIMUM CALL CHARGE &3.60 


FOR FULL COMPETITION RULES SEND A S.A.E. TO: 


GUIDING LIGHT COMPUTER SERVICES LTD 
PO BOX 17 ASHTON - UNDER - LYNE OL7 ONN 
Calls cost 36p/min Cheap Rate & 48p/min All other Times 
CALL PETER COLLETON ON 061 339 0092 









1, Protracker V.3 (P) (New UPdate) 
2. Hard Dirve Utilides 2) (P) 

3. Opticom V2.2 (NCom V2 etc) 

4, Sid V2 (P) 

5. Messysid V2 (P) 

6. Password to Paradise 

7, PC TAS 2,03 





in original games for a World wide market. Due to on-going expansion, we cur- 
rently have positions available for the following posts:- 











ART DIRECTOR: 
Applicants must have:- 
1) Atleast 2 years experience with character based graphics. 
Understanding of normal development tools and programmer 
requirements 
2) Proven computer graphic ability to a very high standard. 
3) Proven track record of staff management. 
4) A flexible, hardworking and responsible attitude. 
5) Must be happy to work in-house. This is not a free-lance position. 


SALARY £20K PLUS BONUSES 
















ANIMATOR: SALARY NEGOTIABLE 
1) Experience of cell animation or qualifications from recognised education- 
al authority. 







2) Talent and Flair. Ability to create characters from imagination and or 
written specifications would be an advantage. 
3) Ability to blend in with existing team. 
WE ARE ALSO LOOKING FOR 2 ARTISTS: SALARY £14K UPWARDS PLUS BONUSES 
1) Talent, 
2) Understanding of Deluxe Paint. Console experience will be an advantage. 
3) Samples of work on Amiga or PC for review. 
4) A flexible, hardworking and responsible attitude. 
5) Ability and desire to learn new tricks, very quickly. 

















We area unique, happy and hard working team who are looking for like minded 
people to join us. If you think this could be you, please apply in writing enclos- 
ing your CV to:- 

Angela Sutherland 
Suite 108, 

616 Mitcham Road, 
Croydon, Surrey 
CRO 3AU 
Tel: (081) 683 6407 
Fax: (081) 665 1749 












8. Astronomy Pack 1 (4) (P) 

9. Term V.3 (WB2) (New Update ) 
10, Amateur Radio 1-25(25) (P) 
11, € Manuals V3 (12) (P) 

12, North C V1.3 (P) 

13. Pool Tools V2 (P) (NEW) 

14, Free Copy V1.8 (P) 

15. D Copy V3 (NP) 

16. Rattle Copy V5 Pro (P) 

17, Pacman Copier(P) 

18. Virus Checker V6.28 (P) 

19. The Science Collection (4) (P) 
20. Spectrum Datadisk (P) 

21. Spectrum Emulator/12 Games (P} 
22. Aéd Emulator V2 (2) (P) 

23. A64 Game Disk 142 (2) 

2 Super Kick start ¥40.3 A3000/A4000 
only 

25. Kick 1.3 Emulator (WB2+) 

26. Action Replay V1.5 (P) 

27, Spectrum Emulator V1.4 (P) 
28. Education Pack 1 ($) (P) 

29. Madonna's Sex Book (3) (P) 
30. Epoch V (P) (new) 

31, Slipstream Copy Disk (P) 

32. Print Master 2 (2) (P) 
33.A1200 Fix Program (41200 only) 
34, PC Utilities (2) 

35, Text Engine V4 (P} (New) 

36, A1200 Classic Patches (2) (WB3+) 
37, The Money Program (P) 

38. Story Land 2 (P 

39. Easy Spell 2 (P) 

40, Kids Education (3) (P) 

41, Assasins Megaboot {P) 

42, X Comm (WB2+) (New) 

43. Assassins Handy Tools 3 (P) 
44, Battle Cars 2 (P} 

45, Super Pacman 92+ (P) 

46. Deluxe Pacman Vi.la (P) 

47. Cash Fruit (P) 

48, Doody (P) 

49, Card Games (2) (P) 

50, Fighting Warriors (New) {P) 
51, AS00+ 21 Games (P) 

52, Assassins Games 1-70 (70) (P) 
53. Classic Games Pack ($) (PO 
54, Agatron Program Disk 1 (P) 
55. Super Skoda Challenge (P) 
56, Rags To Richesn (P) 1,5 meg 
57. Bomb Jacky (new) (P) 

58, Oblivion (P) 

59, Tennis Game 1 meg (P) 

60. E- Type 2 (P) 

61, Neighbours Game (2) (P) 

62. Raid Four (P0 (new) 

63. Grapevine Issue 14 (P) (3) 





~ 80. Crack and Copy Utils (P) 


Express Pa 


64, Clip Art Disk (10) (P) 120, Station At Khern (2) (2 Meg) (P) 
65,LSD Jesus on E (2) (20) (PO 100% RESS E 
66, Chaos Audio Dreams (2) (NP) TH tg 


pa ES Wagier 3 (2 meg) (P) 47. ABERDALE 
ROAD, WEST 


S ceemectog 
. HafOwired Vemo KNI G ON 

LEICESTER LE2 6GD 

TEL: (0533) 887061 


71. State of The Art (PO 
72, PMC Alpha Omega II (3) 
73, Mack Slideshow 1992 (P) 
74, Tetris Game (new) (A1200 only 
All P.D, is £1.05 per 
disk Buy 12+ get 1 
disk free and recieve 
free ee Disk 


7§, Fun Kid Phones (P) 
76, Pagestream CG Fonts (12) (P) 
77, Last Will & Testament (P} 
78, Exotic Ripper ¥2.10 (P) (new update) 
79, Hackers & Hacking (P} 
Includes 3 Games, 3 virus 
Killers, Charly Music Demo 
and complete listing of 
Graphics, Music, Demo 
Business, Utilities, 
DIY T-Bag (1-63), 
Fred Fish (1-840), 
Amos , Amisus (1-22) 
Scope (1-220) 
Please add 60p to order 
from U.K. Rest of Europe 
&1.00 


ALL OUR DISKS 

Fg salen 
error free 

eee with 


own labels 


V \vires Free!! 


24 hours 
|W \aespatch 


81, Kefrens Desert Dream (2) (P) 

82, Desert Defender (PO 

83, Balance Lost Worlds (P) 

84, Grapevine Issue 15 (P) 

85, made In Croatia (PO 

86, Illusion {A1200 Only) (P) 

87, Mindwarp (41200 Only) (P) 

88, Winblend (A1200 wel (PO 

89, Action Replay MK4 (P 

90, Dodge ‘em (P) 

91, Super Tron (P} 
52. Lemmings Revenge (2) (2 Meg) (P) 
93, Premier Pic Football (P) 

94, Hotshot Football Management (P) 
95, Technological Death Demo (P) 
96, Hoi A1200 Demo . 

97, Assassin Copier Disk (P) 

98, LSD Total Chaos (2) (P) 

99, F Kick V.3 Kickstart Upgrader (P) 
100, 2 Unlimited (1 Meg) (P) 

101, Relayer (PO 

102, World Geography (P) 

103, Database Compilations (P} 

104, Odyssey (5) (P 

105, TV Picyes (A1200) (2) (P) 

106, Lethal Exit (PO 

107, ah Limit (3) (P) 

108, Mad Rick Copier (P) 

109, Sound Workshop (PO 

110, Graphic Workshop (P) 

111, Font Workshop (PO 

112, Pale, Fast Ram Emulator (PO 
113. Stokryland 2 (PO 

114, WS Slides (5) (A1200 Oniy) 

115, Quality Time (5 Meg) (4) 

116. How to Code in C (2) (P). 

117, Dynacadd (4) (PO 

118, Tonicadd (P) 

119, Anarchy 3D Demo (2) (P} 
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Westwood Studios new strategic space 
adventure is a bit of a corker, as well as 


being smarter than the average game. 





Here's some help, courtesy of Virgin Games. 


| Together we will purge this planet of the foulmess of 
| the other Houses. 
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GENERAL HINTS 
THE KEYS TO SUCCESS 


Tamcclanakmey mm [kim ell-)Vlalemaalomel-laalcmmycele mL 
find it extremely helpful if you can 
familiarise yourself with the keyboard 
hot keys. Learning these means that 
you don’t have to visit the menus so 
often, giving you more time to con- 
centrate on battle. | 

For example, when attacking with a. 
Vic) al (ol (Melo eo) amaat-M Ol ali lace mual-lam e)eccss 
the A key, which orders the unit to 
attack. With the A key held down, move 
the mouse pointer to the intended tar- 
get and then click again. Time saving 
routines like this will make victory that 
little bit easier to attain. | 


SAVE ME! 

Save the game regularly, especially after 
VVifalaliaremtclac (om oy-ad(ocmelmel aii iale Manlhss 
sile attacks. Just because you got 
through that sequence the first time 
doesn’t mean you would automatically 


VVfamaalcolelolamearcmalcyamtlin(om ele mua(-lepEcte) 
make sure that once it’s done, it’s out 
of the way. 


SPICE CHECK 


Check the position of your spice refin- 
ery as soon as you get the message that 
your harvester has been deployed. If the 
spice fields are too far away, the har- 
vester will just sit by the refinery and 
wait for you to tell it to move. 


CONCRETE FOUNDATIONS 


WiVdatsvamolelicellare pm oleliCemelameclaregciccmm Malls 
Sian} e)(omecKel ecm 1 Macro Olocm dalom-laslelelalme)i 
repair needed. later on, saving you time 
Plate navel atch Aur-varemycmaele|(om-]imeComnvian 
a bit of that, couldn’t we? 


THE FIRST LEVELS 
LEVELS 1 & 2 


These first two levels are easy, and so 








they should be. Use these levels to fully 
familiarise yourself with the game and 
its tactics, as well as taking the time to 
work: out some of your own. 
Remember, you only have a small 
enemy force to battle against and 
they'll only be from one house, so have 
fun with them! 

Failing that, the easiest way to win 
these levels is to completely avoid the 
enemy. If you stay out of contact (i.e. 
don’t go anywhere near where you sus- 
pect one may be hiding) then they 
Vo) alm eCo) gam (ole) [ale mie) m\ele Mm NmelURa-la 
only move your targets far enough to 
1ifaCem Wace) o)(ecM i(= ek eer-lalemualclamclaremycele ls 
harvester to, well, harvest. 

On the first level you only need two 
harvesters full of spice to win. On level 
two, where you need slightly more, you 
aal(e]ahmilale Mime hXc1i0)mKom ol0)i(emauVomccuilalcl ee 
les, so that production is stepped right 
up. Remember, stay out of the way of 
the enemy whenever possible. 


HE REST OF THE 
CAMNE icins | 


From the third level onwards make a 
at-lo}hmmevim oll i(ellale Mmuala-isme)mmcele] amy ella 
refineries, so keeping your production 
rate. as: high as possible. The other 
upshot of this technique is that the 
refineries act as storage silos, so you 
need to build less actual silos. Handy or 
what? 


BASE DEFENCE 


To defend your base, place units all 
around it. As a rule, the enemy from a 
particular house will attack from one 
direction only, but don’t rely on the 
Tahielanat-detelame]AV-lam come (-ai-late Ma @-Vaal-1as 
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may airlift enemy units over and behind 
your base which, if not guarded, leaves 
Nol (ele) diate MIL <omr- i aat- lami ale: I-y K-1-] mevele be 
piece sitting on a porcupine! 

If you are offered the chance, build 
an outpost too. As well as allowing you 
to control vehicles over long distances, 
it also lets you track enemy vehicles at 
far further ranges than are otherwise 
etek] 0) (28 


UPGRADING 

Upgrade equipment whenever possible, 
and the only way to do this is to 
upgrade installations when the option 
becomes available on later levels. As 
your installations get better, so do the 
items and units that they create. If 
you've been playing the game for a 
while, and haven't been offered any 
alae Moya) ole) e-Le (<M dalclamelalcrel @udalcia-)ey-114 





status of your installations - you will 
only be offered the upgrade if a build- 
ing is at 100% health, so keep repair- 
Tate eh ar-} maleate 


THE GRAND ORDER 
ANavmcomileleic-melehmuatsmallci¢-] cea elm lacie) 
Fchatoyakemsio)aalcmevmmaatcm atcr-NVil-)am ole li (eli aregs 
(of Tame) al Va exon LUiii a e)ge) vile (-lemiolemar-\Vci dal 
olal=m [kim ol-vcelccmimelamual-mele-lale mre] (eRe) i 
idaliale Kem me) => clan] el(-vmvcele mer-lamelalhvmeleli te, 
a heavy vehicle plant once you have 
built a light vehicle plant. You may 
never need to use the light vehicle plant 
but build one anyway, because you'll 
definitely use the heavier variety. 


WIND TRAPS 

Wind traps are vitally important items 
of equipment and this is a fact that the 
enemy knows only too well, so make 


sure you have plenty of spare ones built 
as well as continually monitoring the 
ones in use, remembering to repair 
them as soon as they take any damage. 
Later levels see the enemy using them 
as target practice -.you have been 
warned. Don’t come crying to us. 


WEAPONRY 
It might seem like an obvious thing to 
foley] ai mellem clei moleliiomel0lam-lalem cove <-um tele 
rets. You'd be surprised at how many 
felexe) 0) (<Wmce)ge(-im-]ecelUi magi CM ilae(cme(cir-l]@-lale 
then find that the enemy can quite eas- 
IWANVCclare(cl@laicom\elelm ol-kyce-laemullolemeleye 
\elavanallare maatcmilalem 

The best tactic to use is to build a 
line of concrete blocks at least six blocks 
Kolatemicelaam\celeimel-hi-mlamda(-mel [cca dlelame)i 
the enemy base, and then build a line 
of gun and rocket turrets (rocket turrets 
only on later levels) running at right 
angles to this wall. This should give you 
a decent enough line of defence to hold 
off most attackers. 


D-FENS 

When building, remember that this is 
not Sim City. Putting your wind traps 
ale my) (exw aime] cele) vm (ele) am (e) =i hVam ole Lar] | 
it takes is one direct hit from a Death 
Hand missile and you've lost all your 
power or, worse, all your spice, leaving 
NCOlUMUUL Gam alelualiale maate)ecmaat-lamdaloieGT-laalc 
Over’ message and a tear forming in 
your eye. Also, another handy trick is to 
oLUTI (eM of-]aomae) ale g-iccm ol-uanv(ciclameleli(eliarens 
so that the effects of a Death Hand mis- 
sile arent too disastrous. 


MCVs 

STUTI Co ire Wm \V/Ce).e)| (om el ahdge)MVA-l allel (-m-kyolela) 
as you can and move it away from your 
base to a safe location. Should your 
construction site be destroyed, the MCV 
becomes a new one. In all other cir- 
cumstances, it’s useful to have anyway, 
as it doubles the speed with which you 
construct walls, guns and so on. 


ATTACKING THE ENEMY 
When attacking an enemy base, take 
out all gun turrets first. If you don’t, all 
the units you send in automatically 
become sitting ducks. Send a lot of 
units at them at once, and fire like mad 
until they’re wiped out. 

Now head for the construction site, 
which if destroyed will weaken the 
enemy severely. Now go for any refiner- 
ies or silos in the area. Take these out 
and the enemy building power will be 
reduced heavily. Ha-ha! 


If that lot doesn’t help you, then 
Nol M comm oXe"(o) ale Mm alel| OF 
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ABANDONED PLACES 








Phew! Thank 
goodness we've man- 
aged to get out of 
those gloomy and 
depressing Dwarven 
Dungeons! But 
there's no time to 
rest so let's press on 
in this, the second 
part of the solution 
to ICE’s massive 
RPG... 





BEFORE Wi 





> eT OE 
730° ))\ 


Tamere home] mele (pMmelcum (ch) @anlelalisme mi sie lc 
‘oyu atehVicm ©) reViammcelae[elacclame]imclecele ani om Ml 
start by reminding you how these tips 
Vive) s eam Malgelele|areleimieleM | Milalemcciicicciplacss 
idom\cc)alelehme|alem eres) dlela mm balcmelslemite lan: 
Tamiavcmce) ena (climee)satclme)mintcmnate|emclm(On0)) 
lave Melg «mele gettmelaleme(@)amice)pamualcece 
So if you're asked to go to somewhere 
ham GovM AO) MudaTclamelUmey avele] (em (ele) aera mm dale 
map at a position 5 squares across and 
sTO Me lurelnccme roi iamicelpamentcm ce) ebi(cvl aree) ce 
ner. Okay, got that? Then I'll continue... 


THE TOWER 


LEVEL ONE 


LEVEL 1 

Head towards (23,20) and face south. 
The pillar at (10,12) can be removed by 
using the secret switch in front of you 
thus permitting you access to another 
Vike Amal ea mYZelemialelel (em ole] | Mm Malcmelelels 
at (14,12) will now open so you can get 
Taito dalcmarelauamceloliammalclccmveleM | milalene 


chest which you should plunder mer- 


cilessly. Now go upstairs to Level 2. 


as 





BS!) = 
MUI datcmantelariccla-mZelemlaleelelaicclmrelare 
pick up the key at (11,19). Make your 
way south by walking through the 
wall - don’t worry, it’s illusionary - 
and head for (20,23). To progress fur- 
ther you'll need to levitate the party 
over the teleporter pad. Finally open 
idatomerolel Mulan maalcm <chvarel ple me romero) vin 
the stairs to Level 4. 


LEVEL TWO 


LEVE 
A atoms Lele) <cve mmelele) mm alcicle ma coms olcie) olcralcre, 
Wei Tate Wm datem pate le) Comte) e) 0) ali comm Malaclcmanlelac 





sapphires will be needed to open the 
doors to the pit at (16,15). Fall down 
the pit to get to Level 3. 








2 an a sly iB 


The switches at (14,6) need to be tog- 
(o] (axe iu coe) ol-1aM 0] om dal-Melele) ar-lale mm er-hsy-1e [= 
way at (12,2). Use levitate spells to 
hover over the first row of switches and 
id alclaMm dite md aloMecal Ti cel alcXaer-) am GLO MS) mr-Vale man 
(12,9) to remove the object at (16,10). 
A spell needs to be cast down the cor- | 
late fo) ar-)an ORO) Mcomel-llam-(ae-ccmcomdal-manl-lie 
room via (7,11). A key can be found at | 
(9,16) in the fire which will open the | 
door at (19,20). You can now make your | 
way down to Level 5. | 


LEVEL FOUR 














y 
y 
y 

















'd 


This level doesn't have to be fully 
explored. It contains some useful items 
but they’re not essential to the com- 
pletion of the game, so if you fancy 
hunting them out it’s up to you. You 





can arrive at this dungeon by the stairs 
to the south of Level 1. 

i Kome)ol-lammaal-merele) mmicclaawalci-le mol ol) 
placed on a pressure pad at (23,10). 
Failure to do this will shut the door 
lot=laliatemVcelem (crate MYcelemiue-lale(-\eMlamdal= 
ate)adal-lgamci-radlean 


DUNGEON 


LEVEL ONE 
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The switches near the start will open 
the various doors and walls in this part 
of the level. Use the teleporter at (1,6) 
to get to (3,9). Now go to (20,28) and 
use a true-seeing spell to reveal the 
illusionary passage. Then kill all the 
monsters you encounter to get a key. 

Make your way to (20,28) and tele- 
port back to the start. Use the tele- 
porter at (7,6) to be whisked to (9,2). 
Use the key on the door at (23,3). 
Press the switch at (21,3) to reveal 
another key at (17,2) and then make 
your way through the door at (27,2) 





Walk across to the fire at (26,24) and 
pick up the key on your way through. 
Now go to the pit at (1,15) which will 
drop you at (1,26) - once again, 
physics is thrown to the wind in AP2! 

A feather key can be found at 
(5,28). Use the switch at (8,28) to 
open the door at (12,29). The feather 
key can then be used at (19,29) then 
oom collate mcomaal-mal->.4melelelmiVal-]e-m sal 
second feather key is to be used. Now 
go down the pit (7,13) to reach Level 
3 - but make sure you've read a little 
way ahead first! 


LEVEL THREE 


Once you've dropped down the pit 
Vole MI milale MVZolela\-11me)'{-1mr- ale) dalclam eliar-it 
(7A 0 Pe 0) eeumr-r-1- 111 -1-1-) a DO LU  pC) 
remain on Level 3 (and | suspect you 
do) you must use a levitate spell. Now 
go to the teleporter at (23,12) which 
will take you to (18,14). 

The switches on the walls should be 
used to get the key at (26,18). Use the 








teleporter at (30,14) which will magi- 
cally transport you to (16,23). Use the 
key on the door at (11,22) and then 
trot up the stairs at (13,25). You'll find 
yourself in the north-western part of 
Level 2. If you have a scout around 
you should eventually find a key. 
Clamber back down to Level 3 and 
then use the pit at (20,10) to tumble 
down to Level-4. 





NEXT MONTH! 


Yet more maps and guides, as if you 


hadn't already guessed. Are we 
getting too predictable? 
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Thundering out of the sky like a bat out of 
hell might all be fine and dandy, but it isn't 


going to do you much good if you're going 


to get shot down in the first few moments! 


Here's the fly boys at MicroProse with a 


few guidelines on how to attain fame, for- 


tune and retirement age. 


THE BASICS 


* First things first, ignore the Persian 
Gulf area. The basic missions on the 
easiest levels of the European campaign 
gem atom anlelg-mer-lale[-1gelehyar-lalemVelU i tcl ale| 
to learn a lot more concerning terrain 
handling as well as dealing with more 
advanced enemy units. You might be a 
oFelomar-lalem-har- Velie i late Mm elct-Mialeeyecl ace oleh 
is that really going to do you any good 
WialclaM'celemal=)\cere Mal larem olerlalaremeloNiamela 
you with all cannons blazing? 


mn) dle. an dalcmecors oli (ol al amelal-lcer-molmeeltlar 
termeasures, as this saves you trying to 
cover your own back in the midst of 
combat. If combat is making your fly- 
Take Ia Cole m-1ae-h demo] mole M ccm ilateliare Miancote) 
hard to avoid enemy fire, then hand 
ON Z<TmaVVicr-] ole] ak mele] ahage) ma com aalcmeord eli(e} 
too and concentrate on flight, but get 
back onto weapons as soon as possible. 
Just because the co-pilot is computer- 
controlled, that doesn’t make it perfect. 
Remember that. 


* When flying through the combat 
zone use as much terrain for cover as 
you can. For the most part you'll be 
Uh ifalemdalom alli Kyar-licarelelelamaataM ancl acme al-1 <= 
excellent cover - you can actually fly 
below ground level if you're really care- 
ful, at which point the ground radars 
will be completely unable to track you! 
When jumping between hills fly at low 
altitudes, using your radar to ensure 
that the way ahead to the next hill is 
clear. If there are red dots on your 

radar, then use the two efficient 

hare lo anccroalalio lel melunalfarcre Mm ol-) (ela 





ATTACK 
TECHNIQUES 


(1) THE ‘POP-UP’ 
TECHNIQUE 

Using this technique you hover just 
sXoualiaremcMallim-laremealclamelelie.4\mel mollis 
torque and rise over the hill. Don’t 
move forwards, just lock onto your tar- 
gets and wait for them to fire. When 
idaTcaVane (oPmRe |e) om oy-Kel ame (ohv\alm o-laliate maaats 
hill and wait for the missiles to smash 
into the rock. When you hear the back, 
lke) ol ol-Kel ane) OM-lel-]lavmme-] <omrcllaameclate Milas 
quickly. If done correctly, the enemy 
won't have time to reload and reaim. 


(2) THE ‘ROUND THE SIDE' 
TECHNIQUE 

The second technique involves hover- 
ake ol<)aliaremr-Mmallimeter-liapmelavemaat-lamileh a 
Vana hValate rel cele fale mi dalomalllmelalem-haccle date 
with cannons. For this to work well, the 
enemy units have to be quite close to 
the hill, so as not to have time to load 
Tale m-]igabam Qole ete] aieco) palo) i alciadal-Xx-man'ze) 
attacks as you wish, perhaps popping 
up over the top of the hill, dropping 
down again and then coming round 


the mountain while all the enemy units 
are still aiming at the top of the hill. 


MISSION TACTICS 


* Remember that you don’t have to 
take the chopper and weapons set-up 
suggested. Certain craft are far better 
CVamar-laveliiavemeihaxlxclalameal<t(elainey] X-ceave) 
experiment and get the ones that feel 
best to you. Whenever the Longbow 
Apache is available, use it. It’s the only 
ol ao} 0) of 1am dal-) ame hon Vol Bm Col alot e-lalo[=) 
Hellfires, vital at times on the battle- 
field. Also, it's mast is an obvious boost 
Wialciamelalerclac-)diareMacleelamanlksiielare 

himVcoleimer- 1a a exe [cl amato) (eo) m-lal-Vol-lalalcy 
then take the Comanche Stealth instead 
and give Apache’s to your wingmen. 
The Apache makes a far more attractive 
target for the enemy so all enemy fire 
will be directed at your wingmen, giv- 
ing you plenty of time to jump in and 
it] <omolOhMU IATL MUVIGA Mele me-lalalelar 


mnie lalel-1a¢1 dare macclaryeleladiale mm elie.diare 
up or any kind of rescuing, make sure 
that there’s a Blackhawk flying in your 
squadron. Sometimes these aren't 





selected as standard and can you imag- 
ine that sinking feeling when you take 
11 date) item ole- cM] | maglexxcMer-lale(-lew-lare 
finally arrive at the pick-up point only 
to find that you don’t have a chopper 
that can do the job? 


* While we're on the subject of picking 
idaliale Mel OMMValclamelam- Mae) | (Ca dlelayia-wrells 
mission, make sure to wipe out all 
enemy units in the area so to create a 
danger-free zone to work in. 


° If you are given a search-and-destroy 
mission, rather than fly directly to the 
cXeto)aalanlcuale (cle m-1act-M-]ale mar) ante] <)ave mr) 
Xo]ae Rol milcL eman-la @eleiar-mest-lalel(cm-lcelelare 
the area in the map mode and then fol- 
low that. As soon as your objectives are 
spotted they'll be marked on the map, 
and it’s guaranteed that within the first 
two ‘walls’ of your triangle you'll find 
what you're looking for. 


¢ Should you be given a mission that 
involves taking out a train, don’t both- 
er aiming for the carriages while the 
train is moving. Instead, fly ahead of 
the train, turn to face it and take out 
the engine using your cannon. This 


' 


immobilises it and you can now pick off 
the remaining bits at your leisure. 


¢ Using wingmen to carry out recce 
missions for you is a doddle but you 
must remember a couple of things. First 
of all, get them into choppers with 
masts, to aid visibility and efficiency. 
Secondly, when they are nearing the 
target area, switch off their weapons 
otherwise they will fire upon any tar- 
gets they come across. Once you are 
given confirmation that the objective 
has been accomplished, switch their 
weapons back on with your blessing. 


cma AVdaTclam oleelaatendiaremelelmxelel-lelcolamelel es 
ing a campaign, promote the section 
leaders first and get them as high as 
possible. In any strike, the section lead- 
ers almost always fly out in front and 
will be shot at the most. Promoting 
them increases their skill considerably, 
gaining expertise with jammers and just 
faleyme(-18dlale Mm aliacvomaslera ay 


¢ While on the subject of jammers and 
the like, you may wonder what to do 
arelel(omVeolemaulameleime) mel al-lam-lalemil-le-e 
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Believe it or not, it is entirely possible 
to avoid missiles bearing down on you 
with skillful flying - just watch the radar 
and when they get close, turn towards 
them at high speed. For example, if 
you're travelling forward at, say, sev- 
Tah ava dale)eyar- [ale m-Maalksy] (cm emaeclenliale mele) 
ice}aamial-Male|ahemsl-lal. @-le gem lemag-}[-\el (on 
ry at the last minute, giving it no time 


to turn and follow you. If you try to turn 
left, you leave it too much room to fol- 
low you round the arc. If the radar 
doesn't give you enough information, 
then fly using the external views. 


WEAPONS 


Unlike in most flight combat simula- 


ie a 3 
ce I erent 
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tions, the cannons are extremely effec- 
tive weapons in Gunship 2000. You'll 
probably find yourself using them more 
than any other weapon. Don’t be lulled 
into the false sense of security that tells 
you a missile can wipe out anything 
with one shot. Some targets need two 
Hellfires before they'll consider laying 
down and dying, noticeably enemy 
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infantry. Rockets generally destroy tar- 
gets with one hit but you have to use 
them very sparingly, so stick with the 
e-Talalelakemhmelelmr-lehilace 

All rockets and missiles require lock 
before they stand a chance of hitting 
their targets, but not all of them are 
classed as ‘Fire And Forget’. Just in 
case you haven't been reading your 
manual a thoroughly as you should, a 
F&F missile is one that guides itself - 
once locked you can leave it to do its 
own thing. 

Radar guided missiles require you to 
stay locked onto the target manually, 
guiding the missile to its raison d’etre, 
SO once you sent one flying do not 
chance targets and do not change 
weapons. Well, you can if you want, 
but that just results in a wasted mis- 
sile. Just in case you aren‘t complete- 
ly sure, here are all the Fire & Forget 
missiles available to you (all rockets are 
F&F): Stingers, Sidewinders, Sidearm, 
Maverick, Penguin. 


HOW TO GET AS 
GOOD AS US 


In a game that bases itself on high mis- 
sion scores and stacks of promotions, 
wouldn't your palms get all sweaty at 
the thought of a cheat that gave you 
infinite weapons, froze the clock and 
ante lol-m\ole man vlaell 0) (-FaasYomVole] (o Mele] 
Unfortunately, we don’t have such a 
ol aT-t-) Yom o1U MM | Mal-NVicih oe [=v are Tolote id af- 
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hard way. Here’s the easiest hard way 
we know of... 


With all options set to their easiest lev- 
els, turn realistic flight on. This is the 
one mode that will take most adjust- 
ing to, so it’s worth learning it now. 
The first thing you'll notice is that you 
ot Ta alo (elale(-1mi\valam-Miee-l(el aia llal-amal= 
moment you push the nose forward, 
you'll start losing height, so be ready 
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to adjust the torque settings at all 
times. Also, start reading the HUD 
carefully, so that you always know 
when to make adjustments. 

The next two to switch to harder 
settings are wind and visibility in that 
order. These don’t make all that much 
difference, but get used to them all the 
same before you switch off the ground 
avoidance. This is the point where you 
discover what an awful pilot you real- 
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ly are. No more of this flying at a 
mountain knowing that the autopilot 
will lift you over. No more being 
unable to crash. Now we're getting 
into ‘real man’ flight! Finally, switch on 
realistic landings, as by this point you 
lalolUl(oMol-miUlaal-Melelele Mey] le) mdat-lal-laler 
ing should pose no difficulty at all. 

Once you have the hang of all that, 
it's time to start stepping up the 
enemy intelligence. Play a few missions 
against each strength until you can 
master them, then move up again. By 
the end of it, you should be able to 
hold your own in a crate that refuses 
to stay in the sky against a legion of TIE 
Fighters commanded by Jedi Knights. 
Or something. 

Your final objective is to claim the 
Congressional Medal Of Honour. To 
get this you need to have all difficulty 
settings at maximum, be flying a cam- 
ek-}e [amanlcxt[e]apme(-cyage)'a elelda le) e)(-Ved hes 
within 60 minutes of game time and ’ 
clear up practically every other unit on 
the map without getting scratched. If. 
you.can do this, then you're ready to 
try it without fuel. Now that’s what | 
call a challenge. Especially if you do it 
with the monitor switched off, but 
now I’m getting silly. 


Ne Bae 
THE SKIES 


No, this is not a poor attempt at being John 


Wayne, just a passable and occasionally 


exciting flight combat simulator from those 


bods at Rowan Software. 


Kote f-lgamile] aic-imr-liae g-lamr-lc-m- Me lelelel(-mne 
fly. Bumper car controls and automatic 
systems run by computers as powerful 
as a Cray XMP. 

That’s not what flight is about, is it? 
Airborne combat is all about heroics, 
outwitting the opposition with a daz- 
zling display of skill and daring, watch- 
Tale m cole] an e-TimuUayi tom (ete) dale mele hance) anaar~ 
safety of your wingmen. Sigh. | feel like 
Ke¥eye) | ale mi aicoe- Meola. e)imialelal mare) vam =.caclelt 
| have to write this. 

Only it’s never that easy, is it? Take 
away all the sophisticated gadgetry, 
and more often than not you'll find 


- , your reflexes just aren't up for the job. 


Unless, of course, you follow these sim- 
ple steps towards being a better pilot. 


Ca OV al-Me) mn dal-mantevenioaleleak-lalancaliate mane) 
loleto] ai amanliaremwdalom ele )he(elamelmdal-mielap 
Whenever possible, fly away from it, as 
there’s nothing more likely to cause you 
ico (ok-Wrelo) gn) oy-l am dal-]ameie-ladlalemcomsel-Tal< 
Taicom-maelavicevaie-ierelam-lareme)ilareliaremelele 
self in one move. 


¢ Also, keep your eyes off your instru- 
aat=lalecwi im Zel0 mer-] aM <-1-] om (ele) dlalem-laelelate 
NZolU pm clehdamelUi mo) mdal-meele doliar-laremeryiare| 
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available external views. Make sure you 
always know where the opposition Is, 
and what trouble lies ahead. After all, 
what’s the point in knowing exactly 
what your current bearing and speed Is, 
if you get shot down by a bandit you 
hadn't noticed flying in at seven 
o'clock? 


¢ Spitfires fly quite low compared to 
modern jet fighters, so you have quite 
a lot of instant information available 
when it comes to spotting the enemy. 
For a start, relative motion:makes it 
<¥- CNV COME) oL0) a-m o] f-Val-mare) gallate me)U-1amaal= 
horizon and, as you're flying low, track- 
ing the shadows of enemy aircraft 
makes it easy to locate them. Don’t rely 
on your mirror to let you know what's 
fofolaaliale me) om ol=)alialem\Zelemmn-].<-miellmalelucas 
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of the messages sent to you by the 
ground crew and wingmen, and when 
you have a second, use the outside 
view. 


¢ When you can, fly in pairs or more. 
Having the extra pair of eyes, as well as 
the extra pair of guns, makes it even 
easier to take out the enemy. However, 
(ofo) aim enero) ala-lahag-icomcecomanleloamelaminylare 
Talucelanat-ldle)epmsia(e ai Kole [-14al-]ar- heron con ol- 
able to give each other support when 
needed, but be prepared to break at 
any point. 


¢ Attacking another craft contains so 
many variables that there’s no absolute 
way to guarantee success, but here are 
a few pointers on how to take them out 
of the skies. First, and most important, 
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stand-by: 
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stay out of sight. Check what kind of 
aircraft it is. If it has a rear gunner, then 
head upwards and try to use clouds as 
cover. If it has no rear gunner, then get 
behind it and close in for the kill. 


¢ If you are flying with a wingman, then 
one of you concentrate on the kill while 
the other watches out for both of you. 
AM alkMimcico)omVelemol-lalemareymele\ivamele(smce) 
negligence. If you don’t have a wing- 
man, then KEEP YOUR EYES OPEN! 


¢ Finally, aim before firing. It might 
seem easier to just let rip and then 
‘steer’ the path of the bullets to hit your 
target, but the second you open fire 
Niele] mm exes acolam ii macem(olare[-vaecomal(ele(car 
Stay sure from the start, and you should 
have no problems at all. 
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Imperia you can use to bring dead charac- 
ters back to life. In the north east 
sare 9 corner of that room is a locked door. 
|| Get the ruby key from Room 7, and 
eae You begin the first level of Imperia, use that to gain entrance to the 

GC l=«COtherwise known as the absolute chest loaded with goodies. 
bei start of the game, ina room witha You can't actually get into 
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Sera sign reading “Upon entering the Rooms 25-32 from this level. They 
wi imperial Citadel...”. Before 
eee §=6rushing off and having a sxareiareiareiarelorriareier MOM AN 
7. | e ToXoXe Mm aleyt-me-1 ae] 0) ale mn ¢-]\<-r- man > ees = : romnic 
See =slook at the map. ‘ REE Roe cba dale cae 
ape ‘ Die baa ted 

Aap at Note that rooms + ne | Se ; £¢ oe A, 
Ste 610, 15 and 32 are puzzle “#@-\. wae vg ; a 
Dee rooms, the solutions to ' (i —— : = 
which are below. Room 3 gl === q er oe 


contains a button pad which = #2 V4 TA TS 
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route. Once there, use the lever to 
lower that spikes and then take the 
Book Of Skulls from the chest and 
return it to Auntie Sushiana. 


velo) My tt) 


The objective of this room is to get 
to the East exit. The problem is you 
can't get to the floor runes because 
of the water flowing through the 
room. Here’s what you do, using 
two characters who we'll call Burt 
and Ernie. Firstly, get Burt to stand 
roa <=) (-) oko] am oy- lo Mt IM I Colao (=) al ig al (-Bi ce) 
push the pillar button PB1. A couple 
of things will happen, and Burt will 
be teleported to T2. The water tiles 
will now turn to skull tiles. While 
Burt is there, he can push PB2. The 
pillar in the top corner (SP) will turn 
to face east. Now Ernie can press 
PB1 again and the pillar will shoot. 





can only be reached by travelling 
‘ooh Vian comm M-h\-1 OPamr-Vale Ma dalclalaey satiate! 
back up via another route. 

Ni at-melal hel dal-lauaeleyan me) mle hy 
real note is Room 26. This room is 
split into two, divided by a spiked 
fo Kole) molamaal-mvolendamy(e(-Mm lal dal-Matelada 
half of the room is a pillar with a 
lever and a chest. You can’t get to 
the north half from the south door 
- use the map to work out another 


ihat-m-r-F-y me (ole) maviVi | Male)utme) ol-va Mm Mal-la-e 
that wasn’t too hard, was it? 
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PANT AYColem al--1e ce melo al-la-M Cmel-1 a com dal 
TolUhdaM-> (iam agelasmdal-Malolademola-Me ales 
of all, get Tucker Jenkins to stand on 
T1. Walk Benny Green over to PL2 
and make him press it. PL1 will 
rotate to face south. Now Tucker 
ror] as LUE os OM =) (-) ole) adtale Mm allaakx=) hace 











<= 
SS 
_— 


| 
| | 

| : 
| 







This is a decidedly 

. huge game and 

_ chances are you're 

* a - already hopelessly 

ri é lost in one maze or 

a": j another. Here's the 
first part of the 

= complete solution. 


a 
ee oe 


Aren't we the 
tops? Well, 


* aren't we? 


T2. Once again, Tucker can use 
his own ingenuity to push PL3, 
turning some water tiles into 
skull floor tiles. Now Tucker 
can walk over to the chest and 
collect the Topaz key to open 
dal-melerel @ 





sqetey i! | 32 Mal=x=Xe ia Com atc hYZ- exe) a al=1e) alma celele Mela dats 


This is a tricky room that involves a 
fair amount of experimentation. The 
second you enter the room, all char- 
acters will be teleported to random 
pads in the east half of the room. 
Destroy the monsters and then fol- 
low this guide to reach the door in 
the north wall. Each lever in the 
room opens the path to the next 
One, so the the first one to push is 
PL1. 

The teleport pads in this 
room are a little unusual in that you 


next logical pad before you can use 
them. If you want to use Pad 3, you 
la=X=1e ia Co at-DV(- Yo) gal-olal-micolelemelal a-le 
Tale me YomolaPmn ihdeldalMmanl-idalole Mme l-11 
someone over to PL2 and press it. 
Then press PL3, which gives access 
to teleport T6. Now set up this sit- 
uation. Get someone on T3, T4 and 
T5, with someone stood between T3 
and T6. Now get that last character 
to step onto T6, and they will be 
teleported to PL4. Push that lever to 
fo} oX-1a lm dal-meKele) ar-Tale ms (-T-)V.- 
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LEVEL 2 | 
Down we go. On this level Rooms 18 
Vale my acwe- 1am dalam ol0 P44 (Me coleleatwmr-lare, 


Room 26 leads up to the section 


previously unreachable on Level 1. 


Got that? Right then, let's see what 
needs to be done here! 

Tala Xole] sa meye-omm dal-mme Lolo) am ce) 
the west is one way. Once you walk 
idaleolere aM cell mer-laMame (eM -t-i am dalcolerera 
homxomol-r-Tamaar-ham le Maallalomuual-lameat-Le 
Tate me ole-Vakw-lalemelf-lalaliale maclenc- ce 

The final room of any note 
here is the closing of this quest. In 
room 25 you'll find Ti-Mann 


MoChun himself. To kill him, sur- 
moluravemalfanm-Tale i. ¢-1-) omalatare MUdhaame-1 1 
you've got. When he eventually dies, 
take the Diamond key from the 
room and also keep Ti-Mann’‘s 


bear? 
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bones. Later in the game, an 
Artificer will ask you for the bones 
in return for a spellsucker ring. 


ROOM 18 


Room 18 has you trying to get to 
the west exit from the east, and one 
KoXe) ar-hamael-Manr-) om-Jalelel em el-m-lalelerels 
ico Mer-1UKY-MYZole ms com at-NV(-Er- Meal late) amal-r-lat 
attack. Have no. fear, though, help 
is at hand. As soon as you enter the 
oxe)aaMmcolemic-lalemelam- ey-(e Maal ait ]a a 
all the shooting pillars firing. When 
the monsters approach you,’ take 
them out. . 
Now you need three char- 
acters. Stand the first on floor rune 
1. He will now start bouncing 
around between the runes until 
blocked. Move a second character 





onto floor rune 1 and those two will 
stop on runes 5 and 6. Now move 
the third character onto the floor 
rune and he will stop on rune 4. 
Now the third character can reach 
the chest and get the key inside. 
Move the first character (this is get- 
idfaremeolavaervialep mcemaal-m eloliaiaiamiceyals 
of the west door to stop the shoot- 
ing pillars. Now the second charac- 
ter can unlock the door and leave 
the room. 


ROOM 23 


Follow the instructions 
and the map very close- 
ly for this one. First, 
move a random charac- 
ter onto the teleport 
pad 71. Get the 
Runemaster to fire a 
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Missile Damage spell at floor rune 1, 
making the shooting pillar fire to 
the south. Now your character will 
be teleported to the other side. 
ic ae Mi allaammelaMmalele] ai aelal-mcMr-lalomer=a 
the Runemaster to fire at rune 1 
Yor-]a Mumm Mal-mm oli it-Ta@muUll me dalolol am colors 
character and rotate. Now stand the 
character on rune 4 and do it again. 
Now the door will open! Now you 
can trot on with ease! | 
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_ Kishyai 


LEVEL 1 

The aim of this mission is to travel 
to the Keep of Kishyai, to meet the 
Warlord as well as find the first 
ol(-\q-meh mm dal-Mrdar-]aeMVcolemy-\-) mm Kome[-11 
in to the keep you'll need a valid 
pass, which can be obtained by 
defeating the travelling banner 
oX=}Kovaveiialemcemdal-Ma-)(-\\c-lalmnuir-lalelack 
Easy. 

i Kommelomdalaele (clam dal-mevolenaal 
door in the start room you'll need to 
use the ornate key, which you col- 
lect from Aunt Sushiana after work- 
ing through Imperia. You haven't 
done Imperia yet? Then what are 
(ole ma cr-Lollate Maal mie) ag 
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Other than that, this is 
quite a simple level. Rooms 8 and 22 
are puzzle rooms and Room 12 con- 
tains another regeneration pad, 
Tel-t-] mxelmmoldlateliace Mel-y-lem or-]aa'mant-t0te 
bers back to life. Just don’t leave 
Wrolermlelaleamelamia. 


ROOM 8 


Stacks of water, and not a lot else. 
Here’s what you do. The shooting 
pillar is constantly firing, moving 
the skull tile around the room. 
Move a character onto the skull tile, 
and they'll be able to reach T2. Get 
idalcanmcomse-lalemelamiar-lalemiamnuuiimaelan 
off the nearby spikes. Get back on 
the skull tile nd move to T3. This will 
turn off some more spikes, as well 
as allowing the character to open 
the chest and get the gold key. Now 
use the skull tile to get back to the 





start. Move the other three charac- 
ters onto skull tiles and move the 
roy ateriat-]melal-le-[a<-]me)aicom Mi mr-laleme) el-1a) 
the door with the key. Open the 
chest you find and take the silver 
key. That's it! 
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When you enter the room the lead- 
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ry eee =] a) com ole) ialolawAW-laleMaat-Melaal-ie 
three characters are sent to posi- 
tions B, C and D. The leader must 
destroy all the monsters and, once 
that’s done, spikes appear in the 
aaltelelt-Meymdal-Maele) aime Cl-1mr- Maat-le-lan-ig 
to push PL1. The skull tiles are 
reversed. Do it again to move them 
back. With this switch, you can 
move a character across to the 
chest. 

Take the crystal key from 
the chest and step onto the blue 
floor switch. This places a skull tile 
in front of PL2. Make your way to 
PL2 and pull it to remove the spikes. 
Now move all characters to the 
south of the room, stand three of 


id aY-JaammelaMmael-midala-t-m co) gel) ae mdl(--m-lare 


use the fourth to unlock the east 
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door. There you have it! 

LEVEL 2 

This is a very simple level, contain- 
Take Medal hYanelal=mm ole p4-4\-miaelelenm-lalemmdal= 
shard you've come to collect in 
Room 28. However you can’t actu- 
ally take the shard until you’ve com- 


pleted Level 3. When you do, 
idalolelel apne). <¢-mihameleh melas @0Jahsc-lmr-lale, 
return it to Aunt Sushiana who will 
give you two keys. 

There are two exits to 
Level 3, from Rooms 21 and 24, and 
Room 2 is so set out that only two 
of the four exits are ever available. 
Woda at-lave(-miaal-me) ol-1almelole) e-em olel i maal— 
levers on the pillars,in the corners. 
But about that puzzle in Room 18... 
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ROOM 18 


The aim in this room is to reach the 
East exit. At all times, watch out for 
VvecValetclalaremastelaric:e a Mal-milei a daliare| 
iqomelommaatelele ame wm olelyaMmaal(-m(-\(-1 a0 am 
twice, moving the skull tile south 
twice. Now move a player to PL2 
ale ole iamiancomaelga mela mual-ye]).<- melas 
the skull tile. Now you can reach PL3 
and PL4. Stand a second player by 
PL3 and a third player by PL4. Leave 
idal-mucelela damm ol t-h\(-) amo) Mn dal-meelole] am Yzele 
entered by. Now press the levers in 
this order: PL3, PL4, PL1, PL3, PL4 (4 
times), PL1 (4 times) and walk a 
character over to PL5. Push PL5 four 
idl eat=w-]alem dal-melat-]e-[ead-) am oh a dal-melelels 
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can now reach T1. Now leave the 
room. Quickly. 


LEVEL 3 

This is a strange level, broken into 
two seperate halves. There are two 
puzzle rooms for you to work 
idalcelelelamiam dalrme)al-wemr- Micelle | aMelal-min 
Room 7 and a very easy one indeed 
in Room 16. | don’t think | should 
AV(cTaeIMVZ-mcole mm dal-mxo)lUndlelamcomitolelan 
16 but needs must as the devil 
drives, so here are those puzzle solu- 
tions in full: 


tele] | i 4 


Pulling PB1 will create a new tele- 
port pad at position A. Stepping on 
this will cause the player to be tele- 
ported back to the four skull tiles in 
the south of the room. Keeping 





three of the tiles occupied however 
VLE) Co) eM dal-mr-lUhcolaat-halem nate) \Z-leal-lahe 
Block the tiles and stand the 
Runemaster on T3. Cast Missile 
DF Taat-lek-me-h amd al-Mmalole) ama elal-Mal-> 4am ce) 
PB2 which will cause the first set of 
yo}. ¢-s- an Come | -Y-] ©) ol -T-] aS e-] ale Mi dal 
Runemaster where the spikes used 
Kom oX-M-Tale Ml al-M1M ol-m ¢-)1-) ole) ac-te ms ol Liar) 
the spikes. 

Now cast Missile Teleport 
on each of the remaining characters 
Vale Masten om dal-lanmcomivial=] c2m dale o) 1 C-15 
used to be and they'll be automati- 
cally teleported over the spikes. 
Now stand them on the north set of 
skull tiles and walk the Runemaster 
onto T1. Press PB2 to remove the 
main pillar. Now cast a damage spell 
on the rune next to PB2. The shoot- 
ing pillar will now get rid of the rest 


of the spikes. Now you can leave the 
melolaamohVamdal-maloladame lolol sm 


ROOM 16 


AV=lam (ole) dale M-} ma dal-Mant-] oMmIZolemJalelel[o| 
be able to see that you don't really 
need any help with this one. Put the 
first character on the skull tile and 
aakehi-mn cele amt-1ee) ale Mel al-le-1eld-) ame) ance) 
T1. ‘B’ will be teleported to T2. Move 


ORT} a) com Mt ir- Talon dal-)\anl Ms oly alo) am cod Bc 
and with the same system move D 
to T4. Open the chest there and take 
the gold key. Now give it to the 
character on T2. That character will 
Vial Cele qu dal-Me lore] ame) olla mdal-Maal-iar-lale| 
take the bronze key. 

Wasn't that easy? Aren't 
you embarressed that you ag¢tually 
read that? 
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SNIP TIPS 


Help! Those evil editorial boys have declared 


war and seized some of my territory, the 


blinkin’ blighters. I certainly won't go down 


without a fight, I can tell you, and I wouldn't 


be surprised if next month I'll have a sixteen 


page supplement all to myself. | need your 


support so send any cheats and stuff like 
that to; Mr Tips, THE ONE, Priory Court, 30- 
32 Farringdon Lane, London EC1R 3AU. 


Remember, you could win a software prize. 


THE LOST VIKINGS 
Interplay 


Welcome one and welcome all to the 
Yereo)arem (clare milar-] em manlle|aiar-lelep m=) elkyele(— 
of The Lost Vikings Level Codes. Here’s 
another top tip; if you cut out the lit- 
tle beauties below and tape them to 
last month’s codes then you'll have 
your very own complete set in a handy 
and convenient carrypack. 


ey, WRLR 
33 TRPD 
34 TFFF 
35 FRGT 
36 ARN4 
37 MSTR 
WALKER 
Psygnosis 


The ever brilliant Rob Howe from 
Horfield wrote in with this excellent lit- 
tle cheat for Psygnosis’s top killing 
game. He also wanted his name in cap- 
ital letters but because they take up 
more space than lower case and my 
particular section has gone down a 
page then unfortunately | can’t. Never 
mind, eh? 

To access the cheat, get past 
level one using any method you see fit 
and as soon as you appear on level two, 
type in (with spaces) “EAT LEAD 
MUDDY FUNSTER” before you move the 
Walker anywhere. Secret things will 
fate) VV are] 0) e\-18 8 


HUMAN RACE - 
THE JURASSIC 


LEVELS 
Mirage 


So this is it, then - the final instalment 
of the codes which will whisk you to 
any level you fancy. Just type ‘n’ go. 


61 3 NEGATIVES 

62 GIMME SHELTER 
63 3] MOyANO]\\ 

64 SIPANCIC] saa (@)\/1= 
65 | LOVE YOU 

ele) WHO DYOU LOVE 





67 VV VA AURIGI a 

68 SOS 

69 LUCIFERS CHILD 
70 PYTHON LEE 

71 QUANTUM LEAP 
re: SISTER BLUE 

73 ARIES 

74 TAURUS 

i) FATEANDFORTUNE 
76 DOES IT MATTER 
ai WHAT WE PUT 
78 THIS IS IT 

79 SEE YA 

80 FOREVER 


WOODY'S WORLD 
Global Software 

Sexy platformers are hard to come by 
and Vision's effort leaves a little to be 
desired, | reckon, so the search is still 
on. If you fancy progressing further into 
the game then far be it for me to ques- 
tion why you’re bothering. Just use 
these codes, will ya? 
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Steam Castle 
Fishy Castle 
Lava Castle 
Cog Castle 


Conveyor belts 
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SEAN 


FLASHBACK 
US Gold 

now that the game has finally hit the 
shelves | think it’s high time you lot 
were supplied with all the luscious level 
codes. Hugs and snogs go out to the 
millions (and, no, that’s not an exag- 
geration) of luverly luvvies who sent 
them in. Chears-ears to you all. 
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Once again Matt The Medic takes you aside for a quiet 
word about those funny dreams that you've been having, 
gives you some medication that will send you on a 
wonderful journey and tries to solve any other problems 
that you might have. 


Dear Medic Matt, 

In the June issue of The One you gave 
us a demo of NIPPON SAFES INC. | 
have three questions for you: 

(1) How do you get to the next 
screen? 

(2) How do you get to Donna or 
Dino instead of Doug? | always start 
on Doug. 

(3) How do you use the remote con- 
trol and what do you use it on? 

| thought | would ask you because 
you are good at computer games. 

Victoria Dutton, 
Tate lalater-\em 


I’ve had a few calls about this, so 
let me answer your questions out 
ro} Mo) co (-1 mm Nal-Mmol-L-i (om fe(-t- Me ol-Jal fale, 
the first level - ‘Doug’ - is to open 
the toolbox and take out the 
PoLETidrelU(-W-laleMdal-Ma-lualele-Maelaiage) B 
UT dale ole-Ladie[e(-m lam dat-male)(-M-Jale, 
move as far away from the hole 
as you can. Now use the remote 
control and... Bosh, you should 
ol dal-1a- Mm Cole male MU-Male)uimetoy any o) (-y a 
Tod al-Md Ploltle Ma(-a-]M-lale mi marel uy 
move on to the next character. 


Dear Doctor, 
In an issue of Games Surgery a while 
back you talked about the ingredients 
of the stew in THE SECRET OF MON- 
=e MS BAVN | DP er-Va mmm ilale mealcmellalay-leeleyal 
eTare mem mUeale(-lilale mim ele mae (omc) 
me what to put in the stew and where 
to find the ingredients. Please help, 
before | go insane! 
. Nom atelaatoy 
Crawley, West Sussex. 


A man with no name, eh? 
Spooky. Anyway, the stew. When 
you are on the ship, pick every- 
cdaliate Ul om-lale Ms (oMh col dal-M dicelal-1aR 
Open the cereal and use the key 
ioMo) ol-lamdal-malele)olel-[geM lal dal-Mat-] ole 
tain’s room. Inside is a chest with 
some cinnamon sticks and a 
recipe. Throw everything into the 
ofoTo) Ciate mm Loh am lala] Me ham) de) (ole (-.-m 
Now you are at Monkey Island. 
Put the gunpowder in the cannon 
nozzle and use the rope as a fuse. 
Use the fake map with the flames 


ST ate l=] am dal-Meoole) diate Mm eley me-lale Me dal-1a) 
use this flaming mass with the 
rope and fire yourself off the ship 
using the pot as a helmet. That 
J aTolviCeMasteh-micelt mela m-Mo) im 


Dear Doctor, 
| have written to you in hope that you 
can help me out in ZAK McKRACKEN. | 
‘oXo]ULe]ahamdalkmel-lasl-mr-Mni-\Wamnare) aldakme-lele 
and have not finished it yet, so could 
you please answer these questions ‘cos 
Viole mL ol-melgct-hanvar-lelanli acre MimZ010 melon 
(ODM <--Jomaelalaliate Mele) aro) me (osama lel 
do you win the lottery? 
(2) What are you meant to do on the 
altar in Stonehenge? 
(3) How do you open the door on 
WW ETacram (ide) [al @iacmcroleatciaaliaremceke(omviiaa 
a dance the witch doctor has shown 
me, but I’m not sure.) 
(4) What do you draw on the statue 
Tal dat=m obVie-lanllemiam (=> <(aem come) (-1-hyomaal= 
crystal? 
C Fazey, 
Hoole, Chester. 


Well Mr Faz, you really are full of 
questions, aren't you? Still, I’ll do 
TaN adaliil: Me cee ol-Meela-t-bahvam-Lelaalig-ve| 
sO... 
(1) To win the lotto, you need to 
fly to Miami then fly to Bermuda. 
Once you are caught and put 
inside the spaceship, press the 
oDULacolam-JaleMa-t-(e Mm dal-m Mel aa Ol D) (oie) em 
making a note of the number. If 
Colt Tc Me Vite @ioltme-lame MUM aal-Mel Ul ps 
tar to the king and you'll be 
shown how to get out. Return to 
Lou’s loans and buy Lotto - 
remembering the number you 
noted. 

(2) When you get to Stonehenge 
you must use the blue crystal on 
the altar stone. Quickly leave 
before the alien arrives, returning 
once he’s gone. Use both crystal 
shards on the altar stone, then 
make you ED towards 
Katmandu. Later you will need to 
adel gam comycelal-lal-lale(-e- ale mery-M dal) 
flagpole on the altar. 

(3) If you are where | think you 
are, when you teleport to Mars 
use the crayon on the marks to 


draw the symbol from Cairo. This 
should allow you to progress. 

(4) When you get to the Sphinx 
bearing the markings, use the 
crayon on the markings to draw 
the symbol from Mars. 


Dear Doctor, 
There is a point in the incredibly bizarre 
FLASHBACK where you have to repair a 
computer terminal before it blows up. 
ier-] ae (=i mn commaal-mcclacaliar-lmlamelel-cielelap 
but all Conrad will do is say “There’s a 
place for the card there.” and that’s it! 
He won't put the bloody card in and 
oo} aky=re LU [-Jana hme [1M el le) am com tla molicne)i 
special agent! Please answer this as the 
game is making me even more incred- 
lo) \Vmoly4-laccm dar-lam M-ligct-lenVarela0n 
Neil Jack, 
Fife, Scotland. 


I can really relate to you on this 
one bro’, as it had me fuming 
when I was trying to complete the 
mission as well. Basically you've 
actually got three different slots 
that will accept the card - left, cen- 
tre or right - but it changes each 
time you play. It also becomes 
harder as you have to make very 
slight adjustments to your posi- 
tion to try the different slots - not 
ESM Come CoM Valle MioleM-Melel mitten 
a tight time limit creeping up 
behind you. So, take your time - 
ha! - and try to calmly move 
across the terminal, trying the dif- 
ice -Jal ei (ole Melalemelolole Mitta @voM elle 
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I’m in serious trouble, | need HELP! 
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Especially with RICK DANGEROUS and 
PANZA KICK BOXING. Give me a cure. 
Come on | know you can work miracles. 
Edward Green, 
Cumbernauld. 


Nice and straight forward this one 
- a stocking filler if you will. With 
Rick, type in POOKY on the high 
scores and you will be able to 
return to the highest level you've 
uir-lat-le(-leMcoMe[-)ak comme) mule} (emeloliiig 
HELP for at least ten seconds to 
become invincible. - 

With Panza, one thing that will 
otuma Cole molaicoMal(elal-lmell-liia mile lal ce 
ers is to play as two players, and 
once you've creamed the oppo- 
Tal Memarelmeligi(alipmaelaliie(-lelalemal-) 
just stands there - go back to one 
PEM lm lilemolam cellme (em 


Dear Doc, 
Having recently purchased FUTURE 
WARS at budget price, | was ecstatic to 
see two pages of tips on it. However, | 
am saddened to report that after fol- 
oN Vitale \ciavadaliare met-l(emr-lale mae) | (-vadlare] 
all the right things, | cannon get the 
flag to work on the map - at the very 
beginning. Please, | am desperate as | 
can’t think what I’ve done wrong. 
Karen Clark, 
Linwood, Paisley. 


The answer to this is quite straight 
forward, so it might be worth 
checking that you have complet- 
ed all the tasks required before 
this bit and got all the necessary 
stuff. Anyway here’s the answer. 
Go to the map and examine it. 
Examine the enlarged image of it 
in the upper-left corner of the 
Yo c-t-lam-lalem (ole) @icel mi dal- Male) (“Blam dal 
map. Put the flag into the hole 
and the map wall should slide 
away. If anyone is still experienc- 
ing flag problems write to me at: 
mY hYamm oe) (-Mre (ol-t-10 ke amr) 0) ol -1-] am vo Mm of =) 
old fare olge) ol-Jah Amel melel male) qual] | 
address. 


ll over for another month. And do you 
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the Medic, 
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all-chums-together sort of read. But 
all the same we’re aware that occa- 
sionally we write things that might 
get someone somewhere’s goat. 
Perhaps it’s Dave slagging off a cher- 
ished game. Or Simon whining on 
about Bournemouth again. Or Matt 
making some _ excruciatingly-bad 
pun. Or Jenny simply being lovely as 
always. Whatever. 

But have you ever got so mad 
over something you've read in The 
One that, like Michael Douglas from 
out of Falling Down, you’ve wanted 
to come after us and shoot us? If so, 
here’s your chance. 

You see, the top bods at Psygno- 
sis are so bowled over that Walker 
has finally been released that 
they've decided to run ANOTHER 
compo with us. In case you've for- 
gotten, Walker is that game where 
you control a giant two-legged 
killing machine and stomp around 
various timescapes, shooting tiny 
soldiers, jeeps, tanks, planes and 
helicopters. 

And to tie in with this violent 
theme, Psygnosis have decided to 
offer two readers the chance to 
come on an all-expenses-paid trip to 
London and do a bit of real-life 
blasting in the Quasar arena - you 
know, that place where you run 
around a darkened room, zapping 
each other with laser guns. It's not 
as bloody as Walker, but it’s just as 
much fun. 

Each winner will be allowed to bring 
along a friend, and together they 
can attempt to fry a band of war- 
riors hand-picked from the ranks of 
The One and Psygnosis. It'll be a top 
day out and no mistake - make sure 
you're there by winning this compo! 








G/COMPETITION 


# e like to think of The One 
as a happy-go-lucky, light- 
hearted, no-offence-mate, 





THE FIGHT OF 
YOUR L IF! 
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Calm yourself, trooper! If you want 
to win the chance to do battle with 
arguably the hardest geezers this 
side of an East End pub, you'll have 
to answer the following multiple- 
choice questions first: 


(1) Which of the following famous 
films featured Walker-like 
machines? 

(a) Bladerunner. 
(b) Robocop. 
(c) Total Recall. 


(2) Which programming team 
wrote Walker? 
(a) DMA Design. 
(b) The Bitmap Brothers. 
(c) Divide By Zero. 


(3) Which member of The One team 
reviewed Walker back in March? 
(a) David Upchurch. 

(b) Simon Byron. 
(c) Someone with an ounce of 
talent. 


When you’ve deduced the 
answers write them down on the 
back of a postcard or sealed enve- 
lope (along with your name and 
address) and send them to: | Shot 
The Sheriff Compo, THE ONE, Priory 
Court, 30-32 Farringdon Lane, Lon- 
don EC1R 3AU. 

The closing date for entries is 
August 28th 1993. The first two cor- 
rect entries out of the bag after that 
date will earn the chance to play 
Quasar with a friend against us and 
Psygnosis. The next five will win a 
copy of Walker. The Editor’s decision 
is final, no correspondence will be 
entered into, blah, blah, blah. Oh, 
just one last thing before we go, 
we're really sorry but this competi- 
tion is open to UK residents only. 
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NEW LOW PRICES! 


FROM SILICA SYSTEMS 


THE UK’s Not AMIGA SPECIALISTS 


ZPD OL 


SOFTWARE PACK - FROM SILICA 


ZOOL is the software pack of the year. It includes: 
Zool, Transwrite, Pinball Dreams and Striker - Value £127.92. 


All Amigas from Silica (excluding A600 Standalone and Amiga 4000) 
include a FREE ZOOL pack as well as GFA Basic and Photon Paint Il. 


Platform Title of the year - 97% Amiga Comp - Nov ‘92 
TRANSWRITE 


Word Processor and Spell Checker 


PINBALL DREAMS 
Pinball Simulation - 94% AUI - Sept ’92 


STRIKER 
Soccer Simulation - 94% CU Amiga - June ’92 
“ZOOL PACK: £127.92 
GFA BASIC v3.5 


Powerful Basic Programming Language 


PHOTON PAINT II 
Powerful Graphics Painting Package 


TOTAL VALUE: 


FREE! 
PACK + GFA + PHOTON 


1Mb AMIGA 500PLuS 

BUILT-IN 1Mb DRIVE 

A520 TV MODULATOR ..... 

THE SIMPSONS 

CAPTAIN PLANET 

LEMMINGS 

DELUXE PAINT ill 

FREE FROM SILICA (See Top Lett) 

TOTAL PACK VALUE: 
LESS PACK SAVING: 


SILICA PRICE: 


AMIGA 600np 


i 


+ HARD DISK 


Cai.” Cal i 


yy: 


iy Kaige 
u/ whe | Pe 


a 


FREE! Vi 
PACK + GFA + PHOTON 


ON 


PACK + GFA + PHOTON 


ON CONFIGURATIONS 


68020ec Processor 

14.19MHz Clock Speed 

32-bit Architecture 

2Mb Chip RAM 

Amiga DOS v3.0 

AA Chip Set for Enhanced Graphics 
16.8 Million Colours 

256,000 Colours on Screen 

Built-in TV Modulator 

1x 32-Bit CPU/RAM Expansion Slot 
PCMCIA Smart Card Slot takes 
512K, 1Mb or 4b PC Cards 

96 Key keyboard with Integral 
Numeric Keypad 

2%' Internal IDE Hard Drive 

Options - see column on right 

1 Year On-site Warranty (uaigai 
FREE GIFTS FROM SILICA (seo Top Lett) 


CONFIGURATIONS ON CONFIGURATIONS PACK + GFA + PHOTON 


Silica are pleased to offer the 
Amiga 1200 Comic Relief Pack 
with your choice of hard disks 
(85mb, 127Mb or 209mb). These 
are legal upgrades approved by 
Commodore. Both the A1200 
and Hard Disk are fully covered 
by Commodore's official 1 year 
on-site warranty with WANG. 
Look out for the special sticker 
to ensure that the upgraded 
Ai200 you buy is an 

official version, which 
includes Commodore’s 

full approval and 1 year 

on-site warranty. 


2» RAM 
85 Mb Disk INC VAT - AMC 1285 


Qu 209% 
ALL PRICES INCLUDE VAT - DELIVERY IS 


imo AMIGA 600 

BUILT-IN 1m» DRIVE & TV MODULATOR 
20m» HARD DISK 

EPIC - A SCI-FI ADVENTURE 

ROME - ROLE PLAYING ADVENTURE 
MYTH - STOP THE SPREAD OF EVIL . 
TRIVIAL PURSUIT - POPULAR QUIZ .. 


FREE FROM SILICA (See Top Left) 


TOTAL PACK VALUE: £722.82 
LESS PACK SAVING: £423.82 


SILICA PRICE: £299.00 
PREVIOUSLY DOT 


£199.99 
imo AMIGA 1500 


2x 3%’ BUILT-IN 1m FLOPPY DRIVES .. 
EXPANSION SLOTS 
PC COMPATIBILITY 


VIDEO SLOT 
For enhanced graphics 


£149.00 
£29.99 
£25.99 
£19.99 
£29.99 
£267.87 


PLATINUM WORKS SOFTWARE .. 


DELUXE PAINT lil 
AMIGA VISION 
4 FREE FROM SILICA (See Top Left) 
RAM 
20... 


HARD DRIVE SILICA PRICE: 


INC_VAT - AMC 0799 


PREVIOUSLY ESE 


INC VAT 
AMC 1289 


HARD DRIVE} ING VAT - AMC 0899 INC VAT - AMC 1212 


280593-OPI/5 


SILICA SYSTEMS - THE AMIGA SPECIALISTS 


@ BUSINESS + EDUCATION + GOVERNMENT: 
Volume discounts are available. Tel: 081-308 0888. 
@ SHOWROOMS: 
We have demonstration and training facilities at all our stores. 
@ THE FULL STOCK RANGE: 
All of your Amiga requirements are available from one supplier. 
@ FREE CATALOGUES: ; 
Will be mailed to you, with special reduced price Amiga offers, 
as well as details on all Amiga software and peripherals. 
@ PAYMENT: 
We accept most major credit cards, cash, cheque or monthly 
terms (APR 29.8% - written quotes on request). 


SILICA 


Before you decide when to buy your new Amiga computer, we 
suggest you think very carefully about WHERE you buy it. Consider 
what it will be like a few months after buying your Amiga, when you 
may require additional peripherals or software, or help and advice 
with your new purchase. And, will the company you buy from contact 
you with details of new products? At Silica Systems, we ensure that 
you will have nothing to worry about. We have been established for 
almost 14 years, we are Amiga specialists and are a Commodore 
approved dealer. With our unrivalled experience and expertise, we 
can now claim to meet our customers’ requirements with an 
understanding which is second to none. But don’t just take our word 
for it. Complete and return the coupon now for our latest FREE 
literature and begin to experience the “Silica Systems Service’. 


@ COMMODORE APPROVED UPGRADES: 
Official Hard Drive upgrades with WANG on-site warranty. 
FREE OVERNIGHT DELIVERY: 
On all hardware orders shipped in the UK mainland. 
TECHNICAL SUPPORT HELPLINE: 
A team of Amiga technical experts will be at your service. 
PRICE MATCH: 
We match competitors on a “Same product - Same price” basis. 


ESTABLISHED 14 YEARS: 
We have a proven track record in professional computer sales. 


£12 MILLION TURNOVER (with 60 staff): 
We are solid, reliable and profitable. 





SIUCA SYSTEMS IG A DIVISION OF PRODIS PLC 





AMIGA 500>us 


1 YEAR RETURN TO SILICA WARRANTY 


PC-XT BRIDGEBOARD SUPPLIED .. 


Word processor, database, spreadsheet 


TOTAL PACK VALUE: £1534.39 
LESS PACK SAVING: £1135.39 


INC VAT - AMB 1525 





AMIGA 600 | AMIGA 600 | AMIGA 600 


FREE! 


PACK + GFA + PHOTON 


ON CONFIGURATIONS 


imp AMIGA 600, ..............0008 £199.99 
BUILT-IN tw» DRIVE & TV MODULATOR 
DELUXE PAINT Ill 
MICROPROSE GRAND PRIX.. 
SILLY PUTTY 
PUSH OVER 
FREE FROM SILICA (See Top Left) 
TOTAL PACK VALUE: 
LESS PACK SAVING: 
SILICA PRICE: 


~~ PACK + GFA + PHOTON 
ON CONFIGURATIONS 
We are pleased to offer the Amiga 600 with 


Photon Paint Ii, at a new low Silica price of only 
£199, a full £100 saving off the previous SRP. 


Z j/ 
ON CONFIGURATIONS 


Imp AMIGA 600, ............0008 £199.99 
BUILT-IN imp DRIVE 
BUILT-IN TV MODULATOR... 
DELUXE PAINT II! 
LEMMINGS 

FREE FROM SILICA (See Top Left) £267.87 


TOTAL PACK VALUE: £573.84 
LESS PACK SAVING: £344.84 


SILICA PRICE: £229.00 


1m> AMIGA 600 
BUILT-IN 1mo DRIVE 
BUILT-IN TV MODULATOR... 


£34.99 


PHOTON PAINT Ii 


TOTAL PACK VALUE: £289.94 
LESS PACK SAVING: £90.94 


SILICA PRICE: £199.00 


Check out our new Amiga 
4000 configurations below. 
Silica offer the best value 
for money, with 6u» of RAM 


RAM included in most models. 


FREE FROM SILICA 
Amiga Vision, Photon Paint ll & GFA Basic 


25MHz 68030«Ec 
4:,, 803. 


~ 
s y*' 
$ —_y 
4 x _ > it, 


Enables your Amiga 500 to run CDTV software 
Plays normal audio CD discs 


Storage capacity equal to 600 floppy disks 
PRICE INC VAT - AMB 6080 Transfer time 153Kb/second 
Compatible with CD + G and CD + MIDI formats 


6x0 120%. je 120 | | ¢ Compatible with IS09660 standard 
6. 214% INC VAT Some old A500s need modification - cal or eta 
= AMB 3214 Saas 
Oru 340%. Peri Ba td 
6x. 540. 


25mHz 68040 
6% 80% 


PRICE INC VAT - AMB 6080 
INC VAT 


* 1203. mys 
6x. 2143. agat 
6%. 245%. 
6% 3403. 
6%. 540 


FOR THE AMIGA 4000 
4mMb to 6Mb: 2x 1Mb @ £35 per Mb= £70 
6Mb to 10Mb: 1 x 4b @ £30 per Mb = £120 
10Mb to 14Mb: 1 x 4b @ £30 per Mb = £120 
14mb to 18Mb: 1 x 4Mb @ £30 per Mb = £120 

ALL PRICES INCLUDE VAT 


FREE OF CHARGE IN THE UK MAINLAND 


MAIL ORDER: 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DA14 4DX Tel: 081-309 1111 
Order Lines Open: Mon-Sat 9.00am-6.00pm No Late Night Opening Fax No: 081-308 0608 
LONDON SHOP: 52 Tottenham Court Road, London, WiP OBA Tel: 071-580 4000 
Opening Hours: Mon-Sat 9.30am-6.00pm No Late Night Opening Fax No: 071-323 4737 


LONDON SHOP: Selfridges (Basement Arena), Oxford Street, London, W1A 1AB_ Tel: 071-629 1234 
Opening Hou Late Night: Thursday - 8pm Extension: 3914 

1-4 The Mews, Hatherley Rd, Sidcup, Kent, DA14 4DX_ Tel: 081-302 8811 

Mon-Sat 9.00am-5.30pm Late Night: Friday - 7pm Fax No: 081-309 0017 


Keddies (2nd Floor), High Street, Southend-on-Sea, Essex, SS11LA Tel: 0702 468039 
Mon-Fri 10.00am-5.30pm (Sat 9.00am-6.00pm) Late Night: Thursday - 7pm Fax No: 0702 468039 


a 


% MONIT 
atl OPTIONAL EXTRA 


‘OR : 
ON CONFIGURATIONS 
TIN 


4 
201 MIPS RATING 18.7 


= Million Instructions Per Second 


INC VAT - CCD 0570 


INC VAT 
£699.99 AMB 3540 


Silica Systems have been a fully 
authorised Amiga dealer ever since 
the product range was launched. As 
part of our service, we can upgrade 
Amiga 600 or 1200’s with hard 
drives, for new or existing owners. In 
both cases, Commodore's official on 
site warranty is unaffected. Silica 
offer other upgrades too and provide 
a comprehensive repair service for 
A500 and A500r.us computers. 


£100.00 
£169.95 


A600 A1200 4000-030 — A4000-040 
The A4000 runs at up to 21 times the 
speed of the A600. 

INC VAT 
AMB 4245 
16.7 MILLION COLOURS 
RESOLUTIONS UP TO 


1280x512 and 800x600 


INC VAT 
AMB 4340 


aw 4 INC VAT Latest test equipment 
repre ui 

— 1 20 trained technicians 
1,000s of parts in stock 
FAST, 48 hour service 
We can collect (£5+var) 
FREE return courier 


All work guaranteed 


CALL FOR A PRICE LIST 
and details of all upgrades available 


The A4000 has been designed for maximum 
flexibility providing plenty of room for 
memory & peripheral expansion. 


4x16/32-BIT ZORRO Il! SLOTS 
3xPC-AT SLOTS 
1x24-bit VIDEO SLOT 


£399.00 


NEW! 


AA 
CHIPSET 





1.76Mb 3%" FLOPPY DRIVE 


rs: Mon-Sat 9.30am-7.00pm 


SIDCUP SHOP: 


Opening Hours: 


ESSEX SHOP: 
Opening Hours: 


To: Silica Systems, ONEAMO8104, 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DA14 4DX 
Mr/Mrs/Miss/Ms: ....... MPUTIES. sicccnyvapvesonnter MS Rip ae a a a ee ee 
Compariy NGM CH BOBICRDIO)S i ciics scccsatcceasszascdenanssscacanssasancnghacedinguinankaaunbeasiunmulekpyaas cacao la nantanen 
PR iw nsetinctcapd cli aceccansLasspaantcab greed tals gabe chusndond Da nsadcesaahiestbinlas teaddas toa atietacahagnanaanen Ree ae ieee 
sessile ahi elas cd ae luce disitaSirbaa etc eis POI cccnceiuiacewiiniesevnaieihela eskaedbincna ae 
Ue CRC ec el te ee ee TON A pose sae sesets reliance 
Which ‘comiputer(s). : 6 erie WOU OWI? sich a isda hscisctssasacanntndterninn caghsnansndovinissidoxcavestansboanaur tian 104E 


E&OE - Advertised prices and specifications may change - Please return the coupon for the latest information. 
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Please enter and take your 


seats for the third instalment — — 


in our totally exclusive Alien 
Breed 2 development diary, 
as related by the boys at 
Team 17. This month Martyn 
goes Stateside, Allister gives 
a no-holds-barred account of 
his zoo trip and Andrea and 
Rico go to the funfair. It's all 
very exciting... 


RICO HOLMES 
(Graphics & Fig Rolls) 

This busy little lad has been 
pouring over ray-traced 
creatures this month. And a 
good job too because his 
Opalvision card has packed 
in, meaning a somewhat 

stunted growth to the new 

A1200 graphics. The upshot of 
all this is that he’s been working 

on the 32-colour stuff more (as well as 
further game design ideas) and he’s currently 
looking for a 24-bit colour card that really is com- 
patible with his A4000. 

He’s been putting ray-traced stuff to good use 
though, as you'll see next month. Ray-tracing will 
be used for special objects and background ani- 
mations; the effect should be really nice when fin- 
ished. He’s also been messing around with the 
computer system and designing new weapons. 
The weapons in Breed 2 will be MUCH better than 
the original ones and will have much different 
properties, such as small grenades, heat-seeking 
missiles that fly down corridors at aliens, etc, etc. 

Rico has been messing around with aliens as 
well. We hope to get many different types into 
the sequel. There'll be aliens that fire back, mor- 
phing aliens (aliens that can take on the form of 
everyday items like lockers and then change back 
into aliens before your eyes), aliens that come 
through walls, aliens that come through the floor, 
intelligent aliens, creepy-crawlies, rogue droids, 
you name it... This month only one alien is pic- 
tured - it looks a wee bit ‘cute’ for my liking but 
they’ll get nasty soon. 


ANDREAS TADIC 

(Map Editor, Project-X budget 

re-release and young girls) 

Not a fun month for Andreas. He 

spent a couple of highly stressful 

weeks a-tweaking and a-changing 

Project-X for its budget release. 

Changing old code is every coder’s 

nightmare (or it seems that way) and 
young Andreas is no different. But 

& finally it was done, the game made 

more palatable and easier to swallow for 


Ei 


STANDARD. 
VERSION". 


the less hard players around and generally tidied 

up. I think it’s good to revise games when we can 

when we re-release them and the feedback from 

everyone is very good on that score. Anyway, Pro- 

ject-X is over and out of the way now and cur- 

rently sitting proudly at the top of the Budget 

charts - thanks - knocking our own Alien Breed 
‘92 off the top after 31 weeks at Number 1!! 

Since then it’s been a case of wiping the dust off 

the new map-editor and making sure it’s fin- 

ished this month for the inevitable hard 

work ahead of mapping the game. 

\. Andreas has taken to working 

_», through the night - it’s always the 

_. *—) same when reasonable weather 

arrives. During the balmy summer 

afternoons you'll find him cruis- 

ing the main street of Olofstrom 

(for it has but one) in his T-top con- 

vertible IROC Camaro viewing the 

babes and at night you'll find him 

locked away in a comfortable office lis- 


tening to the Carpenters whilst beaver- 
ing away on the game. 


ALLISTER BRIMBLE 


(Sheep, woolly mammals 

and other creatures) E 

Despite the sheep jokes Allister still é 

speaks to us, regards us as friends 

even. Which is just as well because 

he’s a good bloke... As | mentioned last 

time Allister had been down to the zoo 

with his DAT player clutched in his little keyboard- 
tickling fingers, so it’s over to Allister to find out 
exactly what he got up to... 

“Got up this morning and thought ‘Where the 
hell am I going to find some decent Alien scream- 
ing sounds for Breed 2?’ At the zoo, that’s where. 
The scream sounds in the original Alien Breed 
were sampled from newly-born kittens mewling 
which were then distorted and mutated until they 
were more or less convincing. [Allister told me 
that he had to squeeze them to make them mewl 





more loudly but asked me not to mention that 
bit. Readers can rest assured that the cats are fine 
and called Colin and Molly.] So remember the 
next time you're blasting alien scum in AB that 


the noise is all from defenceless little black kit- 
tens - shame on you! [More like shame on you, 
Allister...] 

“For Breed 2 | wanted a more powerful and 
blood-curdling scream and as real animal sounds 
seem to produce the best results | took a trip to 
Paignton Zoo with my Casio DAT recorder 
(shameless plug). The first port of call was the ele- 
phants enclosure where the said animals were 
being fed and steadfastly refused to utter a sin- 
gle sound! [Maybe you should have tried squeez- 
ing them Allister!] This was a pity as | was sure 
that the sounds from the Alien films were 
elephants... 

“Next stop was the monkey house but | 
think | arrived a little early as they were all 
sleeping. The zookeeper wouldn't lend me 
a snooker cue to prod them with, so they 
stayed asleep. Not a great start and, as 
Paignton Zoo isn’t exactly the wildlife cen- 
tre of the universe, | thought I'd give up 
when a bloody great big peacock strode 
up and squawked at the top of its voice 
right into the DAT mike! This was a brilliant 
sound which I'll be taking back to the stu- 
dio in the hope of mutating into some- 
thing tasty later on. 

“Back at studio the peacock sound was 
sampled into an AKAI S950 sampler and a 
low-pass filter used to take off high-fre- 
quency noise. The sound was shortened 
using the S950’s time-stretch feature and 
a touch of reverb added. This sound was 
then played on four notes simultaneously 
and sampled into the Amiga via Audio 
Engineer. All that’s left is to mix an explo- 
sion/frying sound with it to lend it more 
punch and kick and there you have it - one 
peacock-style Alien Breed 2 sound effect! | 
just hope the peacock doesn’t want any 
royalty payments, or the zookeeper acting 
as his agent...” 


MARTYN BROWN 
(Erm... what did.I do this month?) 


A strange old month for me, hardly any of it to 
do with Breed 2! | spent one glorious week in 
Chicago at the Consumer Electronics Show (which 
was brilliant - both Chicago and the show) and 
I've been dividing the rest of my time between 
about ten other projects: Body Blows PC, Body 
Blows A1200, Project-X budget release, F1 Chal- 
lenge (now to be renamed F17 Challenge), Body 
Blows 2, Qwak, Cardiax, Alien Breed PC, Over- 
drive, Assassin remix and Apache. Phew. 

It's meant a very busy schedule and I've not 
had the time to sit and talk 
through stuff with the other 
guys as much as I'd have 
liked to, but it looks like 
I'll be going over to Swe- 
den in late July/early 
August with Allister for a 
large-scale ‘brain storm- 
ing’ session. We've also 
tied up the final details on 
our console operation with 
Team 17 games being converted 
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and developed for that side of things too, so you 
can expect SNES/Megadrive stuff from us next 
year. And before anyone starts, of course we are 
still doing Amiga stuff! 

| also had a letter from someone complaining 
about the lack of A1200 intensive stuff in the 
diary (and indeed the game). All I'll ask is for peo- 
ple to wait and see the final product before pass- 
ing such a judgement. | don’t want to sound dis- 
missive but people have to realise that apart from 
a much improved graphics chip and a faster, 32- 
bit processor, the A1200 has no extra super-fan- 
tastic stuff over the Amiga. It’s a bit faster but 
then again you're moving more data around. 

| have a feeling that people are expecting 
something extraordinary from the machine. If 


MISSION OBJECTIVE: CIVILIAN LEVEL 


THE GROUND LEVEL OF THE CIVILIAN 
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they are then | feel they may be overstating the 
machine’s virtues. 

Sure, the A1200 is a fine machine and games 
are going to look, play and feel much better on it 
- it’s a good leap over the old A500 - but it’s not 
got the sort of hardware in it that some people 
seem to think it has. We know - we've got the 
specs! But I can assure you that we will make the 
A1200 do as much as possible, although until 
development goes 100% A1200 (which is some 
time off) then you won’t see the best of the 
machine. 

At the end of this month I'll be zipping off to 
Poros in Greece for a fortnight, the first REAL hol- 
iday I’ve ever had... and | can’t wait! Watch out 
for the tanned piccy next month! 
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(Below) The use of varied floor textures and 
colours makes Alien Breed 2 look very different 
to the first game. And yes, this is the standard 
32-colour version of the game! 
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Thursday June 3rd 

Fly out to Chicago clutching a camcorder and a 
number of dollars aiming for the bright lights and 
the windy city. Leave Andreas/Rico to get on with 
some serious work while | stuff my face and gen- 
erally have a good time. The first problem occurs 
when | get drunk and leave my jacket and pass- 
port in a downtown pub. Fortunately | got it back 
later on but paid for my indulgence with a tor- 
turous hangover the next day. Some idiots never 
seem to learn. 

Spend two absolutely awe-struck days won- 
dering around Chicago gazing at the amazing 
architecture - and I’m not talking about the 
women in the Baja Beach Club either! Think about 
Rico and Andreas slaving away on the game back 
in Sweden for about 10 milliseconds and have 
another swig of genuine draft Miller at the Hard 
Rock Cafe... this is the life. 

The Consumer Electronics Show is big with a 

capital “f”. There’s lots of lovely things to see 
and do and absolutely no sign of an Amiga 


anywhere except for the Video Toaster, which is 
something only the CU techies would talk about. 
Saw nothing of major interest apart from some 
smart tellies, incredible car stereo rigs and the 
unbelievable ‘Daytona’ Sega arcade game - some- 
how | don’t think we'll see a Spectrum version! 
Bumped into Gary Whitta, but on the whole it 
was a good show. 


Monday June 7th 


After flying home from Chicago with a tear in my 
eye and a hole in my wallet, it was back to busi- 
ness. Project-X had to be finished and Andreas 
was reaching his breaking point, but he came 
through it and we managed to squeeze it onto 
three disks. 


Wednesday June 9th 
Rico’s Opalvision started playing up resulting in 
its untimely return to the manufacturers. That 


meant that the 128-colour backdrops will have to 
put to one side until a new graphics card arrives 
(DPaint AGA is a bit slow really and you cannot 
get the same sort of effect as with a 24-bit pack- 
age). But this does mean that work on the stan- 
dard version has picked up to a great degree (as 
you can see from the screens). 


Friday June 11th 

STOP! There’s a funfair in Olofstrom. There | am 
calling Andreas to see how things are going and 
| get the message “No work... funfair is in town”. 
| just hope it doesn’t come around too often. 


Monday June 14th 


Rico starts fiddling with ray-tracing, the results of 
which you should see next month - be warned 
that static IFFs will do them little justice. Most of 
the animated ray-traced bits will be used in the 
backdrops. 
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Tuesday June 15th 


A day well spent... Get up at 6am and travel down 
to Merthyr Tydfil to deliver the Project-X masters. 
Spend two hours testing the copies and announce 
it all a major success - first time it’s taken so short 
a time. Smile the whole four hours back to Wake- 
field... Call Andreas with the news and listen to 
the shouts of glee. We like it when it goes well, 
seeing as nothing usually does. 


Thursday June 17th 
Project-X is released and we achieve record ship- 
outs for a budget game, double that of AB ‘92. All 
fingers and other items are crossed in the hope 
that it'll be a success. It is. Chickens are cooked, 
ale is drunk and the workers return home merry. 


Tuesday June 22nd 
Rico has been hard at work on the Civilian level 
and emerges from his pit clutching the provisional 
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designs for this particular world. In comparison 
to the military zone it’s far less techy and hard- 
looking, which is just as well because it’s where 
the base workers were meant to be. All the doors 
here will open on contact and missions will 
revolve around activating areas for later use. 


Monday June 28th 


Rico emerges triumphantly with ideas for a new 
Intex system including the visuals for some of the 
weapons. The main display centres around a huge 
animating sphere in the background and the 
monitor has a sort of bright line moving down it 


- the effect is superb, but it looks a bit tame in 
static shots. We are hoping to use vectors in con- 
junction with the new computer system to view 
the map and show exits and other information 
in the form of blue-prints and 3D models. 


Tuesday June 29th 


Andreas and Rico start work on a new section 
of the game which features the two characters 
driving a huge tank through a military zone in 
order to smash down the wall so that they can 
gain entry to another part of the complex - you 
can see it in its rough form here. 
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Please send cheque/PO's (made out to Premier Mail Order), or advise Visa/Mastercard number and expiry date to: : 


Dept THOO8, 10 Tinkler Side, Basildon, Essex $S14 1LE Tel: O268 271172 Fax: 0268 271173 
Telephone Orders: Mon-Fri 9am-7pm and Sat & Sun 10am-4pm We Are Open 364 Days a Year 
P&P and VAT is included for all UK orders. Please add £2 P&P for Europe and £3.50 for Rest of The World 
Next day delivery service available £4. 





t/a RE ce OT Tne ena RET Ses 20.99 
OD Construchoty Kit 2 sccsscecscscssisascececsssoronseaccess 32.99 
GO Git Pi hee heres rsteaonteanenseasuinssipxestviacamanie 10.99 
A320 AirBus (USA)...................ccccccceees 22.99 
A320 Approach Trainer® ...........:cccccccecesceseesees 22.99 
Abandoned Places 2 .........cccccccscsccesssesecseceecsece 22.99 
Addams Family............:c:ccccsccccesssccesssccessseceeees 16.99 
Airbus A320 (EUROPE) ROR En NS Em 7 8 22.99 
AE Rid eta a es ee ON 19.99 
DTG ies ean thd Se eh 19.99 
Alien Breed Special Edition ..........0..ccccccccceee 10.99 
Bither teed CGE ocd sinusccsininsncsnnursesnisinseasicadasonlenceiessonnsnc 6.99 
PHO ISENES cio ae isdincciubacctn ceacintseicistnas 20.99 
Amos Proffessional Compiler...............cccccccee 24.99 
Amos The Creator .........c:cesccssscsesonssevenesesessees 29.99 
ATM ey os csc sic pdtenacanne hd dheintiniStergncodeideinnchiesamece 24.99 
POSS CONNIE ci scncpnencsisdusrrigubensionxccsnvdasatnaiaions 19.29 
Amos Professional .............c:ccccessccecsscceeseceeeeses 44.99 
Ancient Art of War in the Skies ..............c0cccc000. 22.99 
Animation Classics ............csccccccecesssccceesssceceeees 27.99 
Another World............ccccccccssccessscceceseseesseceeees 19.99 
POI csiiccnsiecstsitcorcewnlitccsnasawsqibesinoavnnitciios 17.99 
PRACT SBM 6s iessstniearcas erie esis baaesiag salt 16.99 
Arabian Nights ............:cccccccccssscsscesscesseesseeeaes 17.99 
Archer Macleans Pool ...........ccccccsscccsesssecseeseee 16.99 
PEC Sag Oe nC OER re SE tae NOR ke 16.99 
Ashes-of EMpire sscscvnnisesisssronsveiassonsnssvnensnnaseds 12.99 
pT ToL) ee RO nO Oe ee Teen Te 16.99 
Pee isis aetnsceiastarndacemeneicann 22.99 
A Train Construction Set .........cc.ccccccsseececceeseeeee 12.99 
51/5) OR SM ON ORE CENT eI ARC RE Sar ae 22.99 
ona arate pe RR Re He 7 hg 
ing Fortress (1 MG) .......ccccccees . 
Suinanthe Wore sitet CRN PE ire Se 6.99 
Bp 2 MINA ech ties or cis antece theasats 26.99 
elt cS ee a ee eh an ae ae 19.99 
La TS RR Poe OGRE TS aA Oe 16.99 
a Be et la ial 17.99 
BBLS: BRR ace tinassidenvanies asitereiwnieennnn nichxicagusicaesy 8.99 
Boy BIS WE sasxecsnssssaatsarsnchassoandessininrion 18.99 
Ss ee Nee Nee Sn ORY EEN ES. 19.99 
GIOUGNY po. tncs msarcneinaiaietelsastiondacRonaniggmatiie L297 
COMI 2 sncsicsian tind cnadasndiionicasnongaretuoteiaetal ya 
Campaign Mission Disks..............:cccccccseeeeeeees 11.99 
Captive 2° a een Were: wee rte 20.99 
Championship Manager 93 ............cseeeeeeee 16.99 
Chaos Bune OI ee ae 16.99 
CHUCK ROCK: 2 ccssesisnssacansxcccesisupesncveriod 16.99 
Civilisation (1 Meg) .........cccccccecescesseescessesseeees 22.99 
Civilisation (A1 208) cid en an INE 25.99 
20 gpa enor Ned AME einer oe ar eee 17.99 
MO onic, Te eae aE, en a Oe 19.99 
COG CLASSIS cscxcnustweasasacwrtinakassceediandioncecnce 22.99 
Combat Air Patrol .........c:.cccccccsssccssceeseeecsesensees 19.99 
Conan The Cimmerian * ..........ccccccccsscecesseceeeees 19.99 
Covert Action (1. Meg) ixsesccssscasssnsseanssrsansnvani Loa? 
RS COG 1S ss cxsspcnstnsensdvniond aap ainssedfecr arsine inane 16.99 
IIR ciicissneonsiaicenmer rrr sctaattaaneaianastisnaitigtaaad a9 
Curse of Enchatticr ..........0.sescscosersssrersenavssnens 22.99 
EMR MOE GI tsoxsd tain loess ezbsoslibnidio a avnrestente 22.99 
Be tie ca hie 22.99 
Daley Thompson Challenge............cccssseeseseees 6.99 
CTA ane Ice a ie eile i 20.99 
Ti SU a tee i ete eee 20.99 
Dark Sun: Shattered Lands * ...........ccccccccssseeees 21.99 
Deluxe Paint AGA coi. cissvssssssssnsedssaseanesnoobsons 64.99 
Desert Strike .............cccccccccosssssssssssceees 19.99 
oC EES SR AON Eine See The Greatest 
(S10 py aaa ap es OO Rone eee he a 20.99 
Dungeon Master Chas ...........:ccccsccsseseseeeeeeees 19.99 
HS fo [cL]. ae ee ne 19.99 
ae PNA a coseag ipa octscarcnio nat esdeestecosnieanpaeoionns 29.99 
PUA) 20 00 EY iccstcacaacadesocmeiiarus eh acsmebiodeth 24.99 
Elibe 2 (FROWHGE] * icicnncdadiorvnaeenssorcevasaicandssansoasents 22.99 
Eye of the Beholder (1 Meg )..........:ccccseeeseeees 19.99 
Eye Of The Beholder 2 (1 Meg) sisson eatin ase 21.99 
FOr 1G ONO” siccraeccpincnsazas Saale tersorbainscedbiviaate 19.99 
[orcs |) | 0 ea eee aoa mie cernne a 1999 
ee ane ee am ENC SeenON te nea 17.99 
F15 Strike SLE OS Ce LN EN ET 13.99 
F15 Side Ecc 2(1 Mey ..................... jee Contet Chats 
P16: Combat PHOF oc. incsaieasnedhssavnncacpacenannosoesoaseries 8.99 
gf Be ERA Veer aoe RE Beate OER UCR 11.99 
ic eC ae oC ICMI Ie SINT etn Dr Serr hce 24.99 
PO Pesticide ecesicesitanenets tuahtcaveteossnseteaasns tabi 6.99 
Fina Fight Fee ee ne ees ae ee RU NO errs 8.99 
PEO ORI teeta cares tise cade csastuadzaReudead nic seduacsaien eek 16.99 
Dime ACen eeechceedbsssi eo retiasa ies ahaa: 14.99 
PRN AEG NO ss ctacled asoteney peace dsticundstinedsbaunccne 16.99 
First Samurai + Mega-Lo-Mania.............:cee 19.7? 
Oy RD a issGnrcs ccxcnkisnsacacesiticcincecul 26.99 
Flight of thre intruder .c.s.ccrcccssscassassvasesasessatenans 10.99 
PRISE SUMUECHON ons sxanenesnsissinahenalanvancrantinierne renee TBA 
Footballer of the Year 2 ..........ccccccssccssscessecesees £5.99 
Formula 1 Champions®...........ccccccceseeeseeeesees 17:99 
Formula One Grand Prix...c..cesccccsssssesssecssesssessesssescsecseees 22.99 
Global Gladicthors .....cescscscssessssssssessecssessssssssecsssesssecsseee 17.99 
SERS A ey ee Oe ee aera 20.99 
I eee ae eae 19.99 
Graham Gooch World Class Cricket .....19.99 
GARRET WOW NON Gia boiroszcenalhs eviicvainnsisnrainavonesiebia snes 16.99 
rhe a "3000 * 1 eens fie an sea pelak sas A 1 09 
UNSNIP ZUUU © [1 MOG) ..cccccccccsccvcccccce ‘ 

Ear cine t bia oe eee 19.99 
Plorrior Jury dete csicsscscscscatusseveensceassaseredeonsasies 22.99 
Harpoon + Battleset 2..........cccccceseseeseseeeeeeees 22.99 
Plommecry BrrteSOt Ss ccsdi:sstasacstvacsocasiecsnseasconnss 999 
Harpoon Battleset 4..........ccccccscccscsecsesssseseeecsees 9.99 


Harpoon Scenario Editor ............::c:ccccceeseeeees 13.99 
History Line 1914-18 ..............ssssseseeees 22.99 
PUONIONG cxinchicrancinantnaeebmaneuensa iicaccinnsmetionites 9.27 
Human Race - The Jurrassic Levels ...............000+. 19.99 
Wiccsd pst alie cenacetcaciaaRanatads suinatemvacdacecuvenn tomas 6.99 
fairy Botte Cricket cris cecssencnenenvveavnaanaoyninsncens 10.99 
Indy Jones - Atlantis Adv (1 Meg).........:::000 24.99 
URINE 0 ats. cabs adiactmnssnarienantitendeolenteets 29.99 
2 Loe aaa Nett ee Gene eM eet 29.99 
Miia catn actu bane neni bed edelociecsal 29.99 
Fh ge 1: Se CH Oot Cet rr 29.99 
International Open Golf Championship............. 17.99 
International Rugby Challenge...............:.0060 17.99 
Jide Nichia GIF isiecvvciencanveapnostsnconntiasolndainnsa 7.99 
deck Nicklous Extra: COurses.....ie..ssssiseasensscascans 10.99 
SOE A220 1) IID ssesses.csaninamiiivacsenanoniteanectices 16.99 
Jimmy Whites Snooker................006 See the Greatest 
UTI ICIRIING ics gasamsseesres senile anatase 16.99 
LUC GOP ERR ee ER EN MIRE NTE 20.99 
Reis to WGI © siicansscsensonanacanducss reciasseerveain 16.99 
LE en ee ORG OO One Ren lore LLY? 
Kis of he Sy fc ane ee cee 22.99 
LOE VIO Necicinns cine cucrdsdncetesnneasotebubacn 16.99 
hegetey Ct Seresll” ac cassancastsesiecehtaeswn kenaseennisis 17.99 
LEGG ROR VEO sass sermeronrisonsonaserteancee 24.99 
Lemmings 2 (The Tribes) ................00000 17.99 
Lemmings Doutole Poek ...:..:..0:.ccissasndserersosssenee 19.99 
Meg Sa ee eee Eee Nene ny et em Ne 18.99 
CRAM ST ACU aca caistonaracieecnrsnscicmeaheadonclne oasontibanse 6.99 
Sic ital ain tic in catns Bir aml sSNPs 12.99 
Lure of the Temptress ............0:cc000 See The Greatest 
PAY. TAG PINSON sosncssxcsiaic sorsscaseiseataadinneccneccaeacaxan 12.99 
PACE CCC LEIA jevaitsiarssoninsin csnitandnedantinimniceeing 17.99 
PONS NNN cs yma sicba ete hon pias Sacdiaa sane ke 22.99 
PAW IG ESOC 22 sagias nncon dines Senincemnacotmibnewcrissoekaitian 19.99 
Mega Traveller 2 (1 Meg) ......cccccceesseneceees 19.99 
Messengers of Doom ...........::ccsssesssesetenecenenens 19.99 
Nii TABI AGE oui..sinssnsuissnurdsssedineesssonnsacsnesens 12.99 
Wtclrate ie Rime SPCH IC so cocci cSedhcadsiodssscnestanveserennvicns 6.99 
a aE RR a ee aa 13.99 
PAcorornstories | GBR icc coded itcst ta aA neaacecabspnies 19.99 
PAU MONT a0 vast taoacea ini cccea bon h aanateearies 18.99 
PON DU ee tos seaia: sas oaseaaes aged vaso Rs aA 17.99 
PUG e OMI ic ss sin Hectinso doesn ks tobias tanned ces 5.99 
Dey NIG HOLY. yccccksessresdasntnacroesos Berner 6.99 
DAC PONS OBI oo ick cnsks in su andcinovadeeanlinnntonsdhgneity 22.99 
Nigel Mansell World Champ ........:::cceceeeee 19.99 
Nigel Mansell World Champ (A1200).............. 19.99 
DN SIMON SORT ac crscsisestoaccvdndivesaunonandaadadieias tassios 19.99 
Dis: Seema PEER yc ssa acarsapstnensoncesonenieonad unas canoe 17.99 
Operation Thunderbolt ............c:ccccccseeeeeeeeeees 6.99 
NONE IV BNE acc vise donshincesorsataisiendaciomamicuiona cian i 6.99 
DET EHION. SRO” «oa sscsvseusesivaiseneis vxonnonnesnnens 11.99 
tis ecient ai bec south ce dies 16.99 
Die aio its cia aa seats alice ioe seieaseie 6.99 
Perfect RN oes cnc fticedewieet ees casgindshe 22.99 
Perfect General Data Disk.............ccccccccceseeeeees 14.99 
POA SON COUIBBS ..canssiosnnnsndiasnncnteunisnownd owmnsdoacivun 9.99 
PA tt cst eine th dz edecmatinantsais 19.99 
PUAGHE FORMOSIES ...0rcrsacinersennsrreredenouvediovursnseea 19.99 
PP UraRi | GRMN Bi, Sana: facia ceed Seed catecideuen Dbancniacone’ 16.99 
AIG Nt aan harasise actnchat Made tacoreas eet 6.99 
EPRAss GULLS tae clip Gaseancer ean ensteerastailn tockasitainateil 22.99 
Poputous Challenge Dist... ikeiicsesistnnsneseenes 10.99 
PRON a iecr oie. onlenateenedend inten ane de ad 
Powermonger Data Disk 1 .........ccccccsccsceeeseeseees 9.99 
Premiere MONGgOr 2” os cssscesassseraesetessstancenenavenes VA ae 
PORE RADI S22 gst sdransis anal hear ade ocss 16.99 
POCRUOE MCN oxssiias vccinenncnssntccnecndvnanpeaubonces 17.99 
Preah MGNGGOE 2 as isnsasaniaiinonnasnssinranitenssd nines 17.99 
RNG PAVE ass cicaa ccnshaseodasibasuisesasnocicmamaaiansritee Aes 
PING UW SIG. «css ssesasieaiounnsbenaspuntaateneaantananects 6.99 
PRAM aint Aasiasasnisisessebasncgibapintaten erties eee 
Pie TPS OUP 2 vcccasced sates setmssawnacossoemmeatiemel ian gs 16.97 
FE A aa lata es nse oman adds adie 6.99 
MOOS a osita shorn ilnasrasnbheu meni tecabaanaeae 22.99 
Redlroad Tyeoon (1 Mag) .iscc....scceccsccnssonrscenesanns 22.99 
Feit ena nian nnixannsaniciiiansd cosyncuclodmvadigr 6.99 
Dn alia aac carina caeaasanatiecendsoadeesoainkeetas 16.99 
ee .chia sina sosnidioaasionan sand neocntneradh 6.99 
Reach for the Skies .............sccscsssceseees 22.99 
PERM Haxredecdsnarnisseeiorrowscunendvusnaaonenanes 19.99 
RICK DOORN sachsnosninonsecenoenmndssunansadandsnansnsiacsus 8.99 
Rial VOI cet, Irascsniarvnlnbcaitnaedasicicesnenevverceoracons 16.99 
bed GEERT a cart ssncreran aeahee cringe Ubeincsagnsiacaae 12.99 
SEINE! xis connticinin uedeieaatmewanaetess (see Raving Mad) 
Bee POG ce ac igre ps tach sta hae ceaalSian 8.99 
RMON Biba suciassuncaiiuseieuansestactaa eect iel aslasinans 16.99 
Nate GSP coicecahearsrtetatiocaimpatactianeniaidils tealaniosat 19,99 
BCCI arden vxcsanttcisogcs haunt cabin ne ted aetna 9.99 
RIC RL FZ civnsiaiccnncnssa vospieinamesleeerlleae wasepnseuitr oats 16.99 
RMB sciatic ticsvincl ice deanna eee eae 17.99 
SR ORIN. cits sock cacen duende ean reas 19.99 
DEES sa sesyidincncrnatcenoubesmemsaatitaet 20.99 
PU PAY I aos ston ce nals peanneenetwnesocionceteee 22.09 
Secret of Monkey wh | ee ee 16.99 
Sensible Soccer 1.1 (92/93) .........cccccccessceeereees 16.99 
2 RS OE eA CLA ON eee Ee 19.99 
SOCIO WRI: csi incsasnunninsdaonaeramtamnus lass neaen 19.99 
Show of Bats B sccncssavexasaxnsasrsssosivdevaasosensznes 19.99 
SHOW WERIORS cascics hieesomnssiniouennenrvans anna rockers 6.97 
PSA Al WIE exiastiasy noses vvedeavisshawwhsorsnaansaivhdage 17.99 
Siebel Emi UG Com Kit, cacssssessoasansancessneniaenonentnans 8.99 
| ae si ie ag Race sieSeanissisk upcatucde 192? 
Silent Service 2 (1 Meg).........::cccesesssecseeeees Paine 
RN ae sade tdi cis td abd ehpertedeancesind 5.99 
LS os a RS EE relia: 7 16.99 


Sim City Deluxe.............0... 


Sim City+Populous 
Sim Earth 


ee een a ae (see Dream Team) 
| ee ee ee nee ENE 21.99 
Che ciel ata tao cimakcmunaiohdiemnaan stale: 12.99 
SO LN a Siete cao heh es 6.99 
Soccer Stars Compiliation ...........ccccccccseeeeeeees 16.99 
A NE saas a ciak vatinl des cca ae 17.99 
I I ca las Sic ealdiensncnidsSadheneiomectteernas 22.99 
SSN INCAS ss ossssdssitgcnsrannehsidesdinaicicEawmnsbonnins 19.99 
SRNL CI stack cescassontsciarnnsainamabeasssacwiaes 22.99 
Strategy Masters Compilation...........:0ccccccee 17.99 
Starush EONAR Se RE SCARE TONER © eee 16.99 
MM Oe atthe tess crconcsan csan nkahcncaastiawde 19.99 
Strip Poker 2 + Data Disk ...............ss0000 6.99 
URE INN Strate mciatinigudechuteintsatcons 16.99 
RN i ceil acinterost ciate uigs aeaahneonseanoniaaes 8.99 
Sie GS MNCIEAN dain stcuckaiacradanas Avian onan eacedkouaoe 16.99 
Shas eS ECL pee a ret Se ee AEG: 
UDC PFIOG ...cccccccccccccccccccccccccccccccccccccs . 
eee isi Diketioder nai SidceaalssoctstnmnnceSoneghane 6.99 
SAI TORIS  ccscsssndasesasasnscomSeiieinaiaes riveckadoaeaw 12.99 
gt | See ee eee en ne yee enero 16.99 
wp oo ENR IO ys NE a 6.99 
ee | i eee ee ee eee 8.99 
PI Oh NN salina xen canes sccocgaacs 8.99 
MING cca ies cardatcnriicdsascesinsinn 22.99 
Too Yernlse 2.() Meg) accscsccsssscssessessnnsionvencdees 19.99 
INO si iccaiet cei wcairiseioutonmsnanest (see Dream Team) 
The GBR ics csctnserctastentvissesiaaaviskaee 99 
Their Finest Hour (1 Meg) ........cccccccceesceeesseeees 19.99 
Tom Landry Strategy Football .............ccccecceee: 27.99 
TOUTPINS ainis acatiet estan d nie esahaaacntsdeea. 2299 
Toyota Celica GT Rally........cccceccssseessseeseseeeees 5.9? 
TET TUG seis sitions ieaetonatigeiaties siete 7.97 
FOL soni cipal gitar neleloiios cua 16.99 
Trolls (4.1200) .issscsonsssssacsserssoonncenncessanesanuncnnves 16.99 
Lo Ee ene Neen 16.99 
I NN ceed sncessse Saunton atin 8.99 
FUME INNIIE Oe scssinvessiyisscscesssoressnaensosanconcss 16.99 
WN ate ech cg 5 cweesadvicosd Revved serensscenni 6.99 
TM SIEM ay fips sle cocoa oye cu iaivapren ln aiid sion du lbs 20.00 
Lis oie REN 7 GEN 0.9 IR be ite Re te he Re RRR Se 22.99 
UREVEV SGI INOTGISER icon cestes.nsvessuevadvarsinoeoasenare 1799 
BAG LICHEN TER Ss sninnsssssnsindsodsosaressenacessoness 19.99 
Lo ELC |% gage sk ee ae 1.29 
Valhalla Bie siiae theca souctes vais gee enbats oe ulesaaeroes Ie.97 
Nye Cecuciiet at ake ee ch Se 20.99 
NM Oy CN Saas dt riskaterss nies ease obec ah 19.99 
TN eects hac dekk etdactien tare terri nesetadiy uals 2299 
SS I ass ccisasrcocensacondasivcasannaaitndanion: ly92 
Wee OF URE ic soccsccstndnniansiannandlanitansesichoion 17 99 
ROOM co scout uhcaas echenarmadeasaaatouniais vududige: Wee 
Ny La RED RORNe 5e SONE Seto ON eS Oe 8.99 
MN irl tists tas ta sida hte acaabledtask tusdin wake 6.99 
UT eli a leh pte theta ctambaiiad 16.99 
MO NNN 53 cach bit ssp haa esipa vidainasini i729 


AWARD WINNERS 
Populous, Kick Off 2, 
Space Ace, Pipemania 


£19.99 


SPORTS MASTER 
European Championship 
1992, PGA Tour Golf, 
Advantage Tennis, Indy 500 
£19.99 


COMBAT CLASSICS 
F15 Strike Eagle 2, 
Team Yankee, 688 

Attack Sub 
£19.99 


DREAM TEAM 
WWE Wrestlemania, 
Simpsons, Terminator 2 


£17.99 


STRATEGY MASTERS 
Battlemaster. Populous, 


Hunter, Spirit of Excalibur, 


Chess Player 2150 
£17.99 


FANTASTIC WORLDS 
Mega Lo Mania, 
Pirates, Populous, 
Realms, Wonderland 


£22.99 


FOOTBALL CRAZY 
Kick Off 2 1/2 Meg, 
Player Manager, K02 

Final Whistle 
£9.99 


THE GREATEST 
Jimmy White's Snooker, 
Lure of The Temptress, 
Dune 
£21.99 


SPACE LEGENDS 
Wing Commander, 
Elite, Mega traveller | 
£19.99 


BOARD GENUIS 
Cluedo, Scrabble, 
Deluxe Monopoly, Risk 
£19.99 


2 HOT 2 HANDLE 
Goldern Axe, Super Off 
Road Racer, Total 
Recall, Shadow 
Warriors 
£19.99 


DIZZY COLLECTION 
Fast Food, Kwix Snax, 
Fantasy World Dizzy, 
Treasure Is. Dizzy, 
MagicLand Dizzy 
£16.99 


DIZZY'S EXCELLENT ADV 
Dizzy Panic, Bubble 
Dizzy, Dizzy-Prince of 
York Folk, Spellbound 
Diz.,Kwik Snax 


£16.99 


SOCCER STARS 
World Champ Soccer, 
Kick Off 2, Microprose 
Soccer 


£16.99 


ack ae BOX? Real 
Ghostbusies fp p bs d, 
ae ans 
=e 


ANIMATION CLASSICS 
Space Ace, Dragon's Lair2, 
Wrath of The Demon 
£27.99 





SPECIAL OFFERS 


Chuck Rock : 

DOPE PATI csssiscessmnassicpssonnasensnnssisbedwangeinds 6.96 
Kick Off 2 1 Me@.........cccssccsssceses seuantibpeitine 9.99 
Kick Off 2 Final Whistle................scssssees 7.99 
Kick Off 2 Giants Of Europe.............s000 139 
Kick Off 2 Return To Europe .............000 7.99 
Kick Off 2 Winning Tactics...........ccc000 5.99 
Microprose Golf 2 

PAGE IOY 2 isscsccccscssnscoinarsursieseseasnnabscbiocieies 9.99 
Seymour Goes To Hollywood .............0000 6.99 
TGR INEPT 5 canesiecsonnccsssescosarciansstsbanneies 5.99 


Better Maths (12-16) 

Cave Meade (S-1Z )ascascccsscsccssscassscnasecevesssenss 9.99 
Fun School 2 (6-8) ........ccccccsccccessessssscecoeees 6.99 
Fatt SEROOl 2 (4-8) ccccccoscrccocscececoscocsoccssctsves 6.99 
Fats SCHOO] 2 COG) svscssscassascrscscessassaxancensciod 6.99 


Fun School 4 (U5) 

Fun School Paint + Create (over 5+) : 
Fun School Spelling Fair (7-13) ........ss.0 pit tae 
Fraction Goblins (8-13) ........cscssccssssscsssssssssesssesses 9,99 
Junior Typist (5-10) ‘ 
Magic Maths (4-5) .........sccsssccsssccssssccseees 13.99 
Maths Mania (8-12)..........ccccccssssssssscsseees 13.99 
Maths Dragons (6-13) ........cccsccsssessscsesees 9.99 
Merlin Maths (7-11) 

Mickey's 123's (2-5) 

Mickey's ABC's (2-5) 

Mickey's Jigsaw Puzzles (5+) 

Mickey's Colours & Shapes (2-5) 

Mickey's Memory Challenge (5+) 

Noddy's Play Time (3+) : 
Picture Fractions (7-10)...........ccsccsccssssees 9.99 
Playschool: (3-8) .scscscsscsessscsssasscossvoredameniibaan 9.99 


Reasoning With Trolls ( 5-12) ..........ss000 9.99 
Tidy The House (6-10) ..........scscsssceesseeeees 9.99 


UNIOR ADVENTURE 


The Wind in The Willows..............cseccse 13.99 
The Three Bears (5-10) ..........cccccccsceceeees 13.99 


JOYSTICK & ACCESSORIES 


17.99 
10.99 
11.99 

7.99 
14.99 
13.99 


Competition Pro Extra 
Competition Pro 5000 
1/2 Meg Upgrade 24.99 


1/2. Meg Upgrade + Clock 26.99 


TDK /VERBATIM 
10x 3.5" - 7.99 
20x 3.5" - 14.50 
50x 3.5" - 35.00 
100 x 3.5"- 65.00 


PRECISION - BOXED 
10 x 3.5" - 6.49 
20x 3.5" - 11.99 
50x 3.5" - 26.00 


UNBRANDED - LOOSE 
10 x 3.5" 5.99 
20 x 3.5" 10.99 
50 x 3.5" 


RECYCLED - LOOSE 
10 X 3.5 - 4.50 
20 X 3.5 - 8.50 
30 X 3.5 - 12.00 
40 X 3.5 - 15.00 
50 X 3.5 - 17.50 
100 X 3.5 - 35.00 





Simon Byron hangs up 


his PD pants as Matt 


Broughton bravely embarks on his first solo 
mission to find out what the PD world has 


to offer for the month 


of August. Quake, 


tremble and vomit as we plunge quite liter- 
ally spam-first into the sticky tunnel of 
mystery that is... PD ZONE. 


ae 


PARADOX 


This is a nicely presented - if not a lit- 
tle strange - ball-bouncing puzzler 
based on games in the E-Motion/Tiny 
Skweeks mould. You control a small 
ball (with sunglasses) and it’s your 
task to push a number of other balls 
across the screen until it is possible 
to put two of the same colour 
together. Perform this simple task 
and the reunited pair will disappear 
into the distance. Clear the screen of 
all the balls and that’s the level sort- 
ed. But, | hear you ask, it’s not as 
easy as that is it Matt? Well, no. 

There are eight screens to be com- 
pleted and though the first screen is 
nice and easy, it doesn’t take long 
for the setup to get a bit more 
thought provoking. The first prob- 
lems are easily solved by a bit of log- 
ical forward thinking as you'll find 
that you might be able to get some 
pairs together, but at the cost of 
pushing others into ‘unrescueable’ 
positions. 

You get five lives to play with, but 
learn quickly from your mistakes as 
you there’s no password system 
here. Later screens offer obstacles 
such as electric fields flickering on 
and off and pistons pumping across 
passageways making timing tight 
and inducing panic-stricken dashes 
across the screen. A clock also ticks 
away and, though being quite gen- 
erous, it does give you that extra 
stress appeal. 

The real element of the game that 
makes it worth an extra mention is 





ee IS 


J 
ib 
. ’ 5 
4 
F 
' | 
e 
“ 
” 
. . 
# 
‘ 






ae we ope wy ORI a aul A Pa = wet ee ae ral 


the graphical and sonic presentation. 
Considering that these sort of games 
don’t exactly lend themselves to 
incredible visuals, the authors have 
chosen to spice up the play area with 
nice digitised backgrounds and clear 
main graphic blocks. Your character 
is simple but has some nice charac- 
teristics - yawning if you take too 
long, etc, all accompanied by effects 
and speech samples. And there’s a 
nice ‘Game Over’ screen with definite 
Monty Python overtones! 

Overall this is very crispy and | 
look forward to getting hold of some 
more levels at some point. 


OVERALL £:% B/A' 


AMOS 
LOADSAMONEY 








Vegas, Los Angeles, Southend. 
Yes, just some of the places that 
have become synonymous with 
that demon - GAMBLING. I bet 
(oops) that all of you have at 
some point stood in a twelve-per- 
son-long queue for Street Fight- 
er 2 in your local arcade and have 
glanced over to those all-dancing, 
all-flashing fruit machines won- 
dering if their promises of £50 
payouts are true. Three seconds 
and £2 later, you realise that you 
have been taken for a short and 
expensive ride. 

Now, thanks to that other 
money-making machine, namely 
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PD, you can sit in your bedroom 
and lose as much money as you 
like with the Amos Loadsamoney 
fruit machine simulator. When I 
first bought Project-X I was so 
overwhelmed that I tried to put 
10p into my disk drive, but now 
you can really watch those 
pounds fall away without ever 
needing to borrow money off 
your parents - well, apart from 
the dosh to buy the game. 

This is one of the best fruit 
machines sims that I've seen. The 
presentation is adequate and the 
sound does what you'd probably 
expect but what really makes it 





special is the number of features. 
As well as the obvious wins by 
matching the symbols, there are 
high/low sub-games, a roulette 
table on which to gamble your 
winnings and a ‘fruit grid’ where 
you can make a line of four using 
the symbols you've spun that 
don’t automatically qualify for a 
prize. Some of the fruits have a 
number with them which light the 
AMOSLOADSAMONEY word at 
the top of the screen which again 
leads to a sub-game when com- 
pletely illuminated. 

The game makes encouraging 
comments as you progress, or 
slags you off if you consistently 
loose. This isn't too annoying but 
doesn't really add much either. 

All in all, this is good fun, the 
only down side being that you 
can't have more than one player 
at a time which is a shame 
because games like this are gen- 
erally more fun when played in 
competition. 


OVERALL £:% AA) 


DITHELL’S 
WONDERLAND 


It’s strange, don’t you think, that 
people still seem to be under the 
impression that if you stick a mous- 
tache, a hat and a pair of ‘plumber- 
like’ dungarees on your main char- 
acter the game will be a smash hit. 
Enter, stage right, Dithell’s Wonder- 


land. Having said that, first impres- 
sions can be misleading and this is 
actually quite a good platformer. 
The basic idea is to jump to each 
platform and run over blocks to 
change their colour. Change all the 
blocks and you’re on to the next 
level. Nice and simple - or at least it 
would be if you didn’t have a large 
number of weird and wonderful 
creatures after you. The enemy can 
be one of two types; those that stick 
to a set pattern at a particular place 
on the screen or those that are 
free to roam after you any- 
where on the screen. There’s 
no way to kill any of the bad 
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guys so you'll just have to avoid 
them by leaping over them or jump- 
ing to the platform above them. The 
‘mobile’ meanies are fairly intelligent 
and are never more than a few sec- 
onds behind you, meaning that you 
need to keep on the move. 

Bonus items float across the 
screen - mostly fruit - and can be 
picked up for extra points. Other 
things in the level can include holes 
off the bottom of the screen which 
need to be avoided and trampolines 
that can be used to bounce to high- 
er platforms or over baddies. The 
bad points that must be mentioned 
are primarily caused by the over-zeal- 
ous momentum that affects your 
movements in a ‘slippery ice world’- 
type way, causing you to drop down 
platforms and onto nasties when 
you didn’t really mean to and sliding 
you into holes and thick baddies at 
the bottom of the screen. 

In addition there’s a nice level edi- 
tor for making your own platforms 
up, and also an option to turn off the 
background thus speeding it up fur- 
ther. Overall, this is a very smooth, if 
a bit frustrating, little devil that is 
well worth a gander. 


OVERALL 
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CATACOMBS 


Apparently, it’s the 341st year since 
the death of King Akornian and the 
peace of those times is but a myth, 
which is all bit heavy for a PD game 
but there you go. Anyway, enough 
of that - what’s the game like? 

Catacombs is a first-person 3D 
dungeon/adventure game in the 
Dungeon Master vein, where control 
is handled by mouse and icons or 
keyboard command keys. The actual 
outside world view is quite small on 
the screen, with the rest of the space 
being taken up by inventory, move- 
ment/command icons and a com- 
pass. The general task is to explore 
as fully as possible the many maze- 
like catacombs in search of treasure 
and adventure, while solving the 
puzzles encountered. 

There are no monsters to be 
fought and the game spends most of 
its time being an ‘open chest, take 
torch, use torch, go to dark cellar’ 
sort of affair with no abstract chal- 
lenges jumping out at you. The small 
graphics window is quite well drawn, 
if a little repetitive in the catacombs 
themselves, and becomes interactive 
should any object of importance 
appear at your location. For most 


part the pictures are just pictures 
and you'd do well to trust your com- 
pass rather than what the screen 
shows. 

The game seems to have a large 
area and, though this won’t have 
you on the edge of your seat, it will 
probably keep you amused for quite 
a while just due to the size. Your cup 
of tea? Have a bash then. 


OVERALL 





THE ITSLANOG SEEMS DEZERTED BUT OU GAN FEE THE KEEF To 


THE HORTH 


Take Pacman - with ghosts obviously - add six horizontal platforms covered in fresh fruit, stir in 
a couple of trampolines and then give Pacman a bomb. Mix these elements together on a huge 
screen and what have you got? Well actually a rather fun little PD game. Oh yes. 

Pacman lives on and probably will forever thanks to people using him as the character of choice 
in PD releases. This time round it’s down to Pac’ to get all the fruit from the six platforms while 
avoiding the ever-present ghosts. You might be wondering how you get from platform to platform 
and the answer is simple - trampolines. 

At each side of the screen is a trampoline that can be used to bounce you to the higher plat- 
forms. You can pass through ghosts that are also bouncing up and down the sides, but touch one 
while on the platform itself and it's curtains for you mate. The only problem with the trampolines 
is that they will only allow you to use them three times in quick succession, as you need to give 
them a little bit of time to ‘recharge’ - they change colour to show how strong they are. Jump on 
them too often and it will break, losing you one of your lives. 

Your only offensive weapon is a large bomb that can be dropped anywhere apart from on the 
trampolines which will kill any ghosts that come into contact with it. You can only have one bomb 
on the screen at any time so make sure it’s being dropped for a purpose as later you might have 


a ghost on your tail and no 
way to get rid of him. 

This is a good giggle and, 
though the graphics and son- 
ics are fairly primitive, pre- 
sents an addictive little game 
with lots of fun to be had. 


OVERALL 
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DRAGON CAVE 


If | had a penny for every Dun- 
geon Master-type game then | 
wouldn't be overly rich but I could 
still probably purchase a King 
Cone or two when the weather 
becomes a tad too humid. It 
seems that for every committed 
full-price player there's another 
who's keen to display his (or her) 
skills by writing a game which is 
a direct rip-off of the Lord of the 
Graphic Adventures. But - hey! - 
that'll teach me to judge a game 
on first impressions alone - Drag- 
on Cave is something very, er, 
‘different indeed. 

It’s essentially a puzzle game, 
but one that is cleverly hidden 
behind what appears to be the 
front-end and main workings of 
Dungeon Master. The graphics 
completely confused me _ into 
thinking I was about to enter the 
familiar Hall of Champions but | 
did, in fact, end up pushing chests 
around in what could really have 
been an overhead ‘push boxes 
into holes’ game. \ 

To ignore the DM presentation 
for a moment, the game is a logic 
puzzle that revolves around posi- 
tioning yourself within a tight 
maze so that you can push boxes 


Yes, more Assassins game compilations came in for review 


this month, this time provided by the good people at 17 Bit 


Software, Magnetic Fields and Fortiss PD. 


Tetris Pro: Nice version with a few new twists and features. 
NiVFcVaTon (comm s]ecliabac-r-hiialemellele @aat-lallolelr-jce) mm Cl-Vam dal-Ma-le-lele-] Milel (etme) elon 
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Tetris Digital: No nonsense Tetris clone with two-player splitscreen option. 


No frills, but nicely done. 
OVERALL: 82% 
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Battleships: Yippi-kai-aly... er... 


Battleships. Yes. 


VS Tanks: Rather pathetic tanks-in-a-maze trundle. 


OVERALL: 52% 


Escape 2: See main review. 
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to a specified target area. Push a 
box into a corner and there's no 
way that you can get it out again 
- meaning it’s time to restart - 
but there's no time limit so you 
can plan ahead without any real 
pressure. 

Back to the Dungeon Master 
link, the control system and 
screen shots are stolen directly 
from the classic original, and 
work by use of mouse on direc- 
tion icons - in case you didn't 
know already. This adds a bit of 
atmosphere but once you get into 
the game you tend to just rely on 
the overhead map given in the 
bottom right of the screen. 
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All in all this is nice little brain 
teaser that has been given a 
clever coat of paint in the guise of 
DM's facade. Don't be fooled by 
the screen shots - this is a puzzle 
NOT a graphic adventure. 
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Smaug 
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2D stranger, 
Prowidence has 
sent yout« 
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Concentration: Memory game. Flip the tile and remember its twin’s posi- 


tion. 
OVERALL: 69% 


Paradox: See main review. 


sFeTelhuaatclaPam@iiad(-m e)l-lacelganmel-laa(-malelal-remicelanmast-me)(ehvmsi(-le lea 
Matchcards: Memory ‘match the cards’ game 
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OVERALL: 75% (mainly due to Paradox) 


Smurf Hunt: One of the better SEUCK games. Slaughter - Commando-style. 
M=Tel-Jale MO} mm Mo) aalt-lanmk->amr-lalemele-lolal(em-lehclalaelace 
Lord Of Hosts: Interesting variation from Chess. Two player. 


OVERALL: 70% 


17 BIT Software 
Relayer: See main review. 
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Mosaic: Number puzzler. If it's your cup of tea... 


OVERALL: 76% 


ESCAPE 2 


Magnetic Fields, 
Assassins disk #2 

As PD games develop we seem to be 
getting interesting cross breeds 
between already-proven commercial 
successes - Dragon Cave (reviewed 
elsewhere) is a good example. 
Though we've yet to see Indiana 
Maclean's Super Chaos Desert Blows 
we do have an interesting mixture 
here. Escape 2 is an extremely well- 
presented overhead puzzle game 
that seems to have taken elements 
from D-Generation and Chip’s Chal- 
lenge - with a little bit of graphical 
help from Alien Breed. 

Within a very tight time limit you 
have to complete a number of single 
screen levels by passing over pres- 
sure pads and making use of tele- 
porters. The pressure pads must be 
triggered in sequence, opening 
doors and giving access to previous- 
ly sealed-off areas across the level. 
Apart from the unforgiving time 
limit, main obstacles come in the 
form of crushing pistons, death- 
inducing bottomless pits and crum- 
bling floor tiles which must be run 
across without any hesitation. 

The teleporters allow you to 
choose which part of the screen to 
approach first - the screen generally 
being split into three or four sepa- 
rate areas - and objectives achieved 


here can make other areas easier. By 
trial and error you will work out 
which areas are best completed first. 
Points and time bonuses can also be 
collected to ease the pressure but are 
unfortunately few and far between. 

This is a very professionally pre- 
sented piece of PD, but | have to say 
that the time limit makes the game 
itself almost impossible to complete 
unless you move non-stop across 
each level. This is apparently only a 
preview copy, so | look forward to 
seeing the complete game. 
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RELAYER 


Time is a funny thing, don’t you 
think? I mean, wait for Santa on 
Xmas Eve and it crawls along like 
a, er, crawly thing with no arms, 
but sit down for a quick bash of 
some lightbike game before bed 
and next thing you know it's 
quarter to seven and mum is com- 
ing in to wake you with a bowl of 
Frosties. Well that’s what hap- 
pened to me and my best mate 
when we sat down to have a bash 
at Relayer, anyway. 

Take your general lightbikey 
game and then give it a Lotus-like 
split screen look for each player. 
Okay, now add some funky 
soundtrack and some moody 
backgrounds. I can tell that you're 
already near fever pitch excite- 
ment, but now add some 90's 
power-up icons. | realise that 
you're probably about as sticky 
with anticipation as you've ever 
been, but now include different 
level layouts including walls and 
random barriers. Before you 
explode in a shower of blood and 
organs, pick up a joystick and 
have a bash against the computer 
or a mate with similar interests. 


Me i ae 


Yippidee Twang! What a scorcher 
mate. 

This really takes the lightbike 
idea as far as it's likely to ever go, 
and though some people found 
the split screen a distraction, I 
actually think it takes it into a dif- 
ferent league - not necessarily 
better than the standard, but dif- 
ferent. Depending on the colour 
of the icon that you pick up, when 
the fire button is pressed it will 
either affect you or your oppo- 
nent. This means that you can use 
a speed up on yourself to gain the 
advantage, or use the speed up on 
him, sending him hurtling across 
the screen just as he’s about to 
enter a maze. A-ha-ha-ha! Other 
icons include reversing controls, 
being able to produce walls out of 
thin air in front of your opponent, 
and hyperspacing to random 
points on the level. Being able to 
play against the computer is also 
nice although he does tend to just 
mirror you, and of course he has 
the advantage of being pixel per- 
fect. The overall feel of the game 
is much better due to the sonics 
and little touches and well worth 
a go - just keep an eye on your 
watch. 


OVERALL 








TAKE ‘EM OUT 
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Guns, big guns, that's what | like. Oh 
yeah. And grenades. Kill, kill kill. As 
you may have gathered, this isn’t a 
Mario clone, but a game of violence. 
Obviously inspired by Op Wolf, Take 
‘Em Out is a very professionally done 
mouse-driven ‘target’ game. Some 
good music, nice samples and crisp 
graphics take this into a higher 
league than you would expect from 
a PD game, while still maintaining 
the simple idea - shoot to kill. 
Having said this, you actually start 
in the training camp, practising on 
standard targets, heads and bodies 
with a simple shotgun. You have a 
minimum required success rate that 
must be made to proceed, otherwise 
it’s staying behind after school for 
you - not to mention more practise. 
If you do make the grade, then it’s 
off to the war zone, armed with two 
weapons from a choice of shotgun, 
grenade, bazooka or auto-rifle. The 
main screen is a street scene with 
two buildings and an alley-way com- 
plete with lots of little hiding places 
for Johnny Nastie-bloke to jump out 
and shoot you - welcome to New 
York don’t you think? The buildings’ 
windows and doorways gradually 
become busier, as armed terrorists, 
gunmen and general nutters start to 
appear, taking potshots as they 
fancy. You'll need to be selective 
with the old killing though as the 





occasional innocent will pop up just 
in time for you to paint the rear wall 
with Dulux ‘hint of cerebral fluid’. 
You also need to watch the ammo, 
as you have a limited amount to get 
through each level. 

Though very simple and having 
been done a thousand times previ- 
ously, this is a super-sexy attempt, 
and very good for a PD offering. 


SERIOUS 
SOLITAIRE 1+2 


OVERALL 





The two disks on offer here both 
contain fifteen games ranging 
from simple games of chance to 
more puzzle-based games cloned 
from classic ideas. The presenta- 
tion throughout is excellent, and 
the overall program is extremely 
user-friendly with help options 
and clear descriptions given for 
each game. After each game has 
been completed - or not - you are 
given the option to see how the 
computer would have played had 
it been given your cards. Apart 
from adding a good competitive 
element, this also acts as a smart 
training method. 

This is one of the most attrac- 
tive programs of its type that I've 
seen and definitely worth a look 
if you enjoy these teasers. 


OVERALL 


GIVE IT TO ME BABY! 


“Oh, | beg of you, tell me how I can purchase these 
items.” Well, it couldn't be easier - just contact the lads 


below... 


* 17 Bit Software, 1st Floor Offices, 2/8 Market Street, 


Wakefield WF1 1DH. 
Telephone: (0924) 366982 


* Fortiss PD, P.O. Box 2, Earl SHilton, Leicester LEO 8LU 


Telephone: (0455) 850980 


* Magnetic Fields Shareware & Public Domain Software, 
P.O. Box 118, Preston, Lancashire PR2 2AW. 


* Tower Software, P.O. Box 9, Gosforth, Newcastle Upon 
Tyne NE3 1QW. 
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Ah, August! As the hot sun beats down on you, your mind no doubt turns 
to thoughts of sand, sea and... software. "Are you kidding?" | can hear you 
say. No, I can assure you, | am not. With medical reports appearing almost 
daily warning of the effects of too much ultra-violent radiation on fragile 
skin, what better way could there be of looking after your health than by 
sealing yourself away in a darkened room and loading up a new bit of 
super-smart software? And what better way of choosing that aforemen- 
tioned piece of software than by checking out the lists below...? 


The Aquatic Games 


Publisher Millennium 
Issue Reviewed October 1992 
Memory 512K 

Price £25.99 


Although this type of 'waggle your sticks' sport game 


went out with Noah, The Aquatic Games injects new life 


into the old dog by introducing a number of unusual 
events. Packed full of cartoony visuals and aided by a 
bouncy soundtrack, the AG's should entertain most 
owners with a sense of humour. 


Arabian Nights 


Publisher Krisalis 
Issue Reviewed April 1993 
Memory 1Mb 

Price £25.99 


Yes, Arabian Nights is yet another platform game, but 
don't yawn and turn over the page because this one is 
really something rather special. It's fast, looks good, 
sounds terrific and plays superbly, but on top of that 
it's got some excellent 'arcade adventure' aspects to 
add a touch of depth. Smart stuff all round. 


Archer Maclean's Pool 


Publisher Virgin Games 
Issue Reviewed October 1992 
Memory 512K 

Price £25.99 


When Jimmy White's Snooker was released, the public 


lapped it up in droves. Archer has used the same game 


engine to produce a game which is arguably better 
than Snooker due to the fact that Pool is a more 
accessible and easier to play sport. If you missed out 
on JWWS then you'd better pot this ‘un. 


Assassin 

Publisher Team 17 

Issue Reviewed November 1992 
Memory 1Mb 

Price £25.99 


Assassin is a Strider-based arcade shoot-'em-up which 
blows the rest of the rest of the feeble attempts clean 
out of the water. With perfect control, five massive 
levels, gorgeous graphics, inspiring sonics... 
Need we go on? Assassin should be in 
everybody's software collection, now! 
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Beast 3 


Publisher Psygnosis 

Issue Reviewed September 1992 
Memory 1Mb 

Price £29.99 


Whilst the first two Beast games were lovely to look at 
but crappy to play, Beast 3 show exactly how it should 
have been done. It's still dreamy to watch but 
underneath the visuals there's a right stonker of a 
game. The cleverly designed puzzles and frantic non- 
stop action should keep most entertained for weeks. 


Body Blows 


Publisher Team 17 
Issue Reviewed March 1993 
Memory 1Mb 

Price £25.99 


You've read the hype and we've had the phone calls 
but now, at last, Body Blows is here. And - yes! - it is 
better than Street Fighter 2. The graphics and sound 
are as excellent as you've come to expect from Team 
17, and the fumpin' gameplay is fast and furious. Every 
Amiga gamer, beat-'em-up fan or not, will love this. 


The Chaos Engine 


Publisher Renegade 
Issue Reviewed February 1993 
Memory 1Mb 

Price £25.99 


It's been an age in the making but the wait has just 
about been worth it. TCE is basically Gauntlet with 
knobs on - but what knobs! Computer-controlled, 
artificially-intelligent second player, music that 
changes with the action, RPG-like character 


=] development, the list goes on. Great fun, all in all. 


Chuck Rock 2 


Publisher Core Design 
Issue Reviewed April 1993 


» Memory 1Mb 
Price £25.99 


_ CR2 stars baby Chuck Jnr in a perilous trek across 


loads of gorgeously-detailed and heavily-parallaxed 
scrolly levels in an attempt to rescue his dad, the 
famed Chuck Rock. Although familiar platform stuff, 
the huge, imaginatively-drawn baddies and tongue-in- 


a cheek humour makes this a winner. 


Civilization 

Publisher Microprose 
Issue Reviewed August 1992 
Memory 1Mb 

Price £29.99 


Sid Meier does it again - and you thought he couldn't 
beat Railroad Tycoon! Your job? Evolve your populace 
up from the Stone Age to the 20th Century and 
beyond. The strain of the port from PC to Amiga shows 
sometimes in the disk accessing, but the involving 
strategic gameplay more than compensates. 


Combat Air Patrol 


Publisher Psygnosis 
Issue Reviewed April 1993 
Memory 1Mb 

Price £29.99 


In the same month we review Desert Strike along 
comes the similarly Gulf War-inspired Combat Air 
Patrol. It's a flight sim with its eye firmly on playability 
rather than rigorous technical accuracy, so while it 
may not impress the sim hard-liners the rest of us will 
have a whale of a time. The 3D, by the way, is great. 


Crazy Cars 3 


Publisher Titus 

Issue Reviewed August 1992 
Memory 512K 

Price £25.99 


Another series of games where the third proved to be 
the best of the bunch. Forget the previous two, or 
most other sprite-based racers - this game is one of 
the contenders for the racing trophy. It scrolls, plays 
and moves so well that you'd be a fool to let this one 
overtake you. 


Desert Strike 


Publisher Electronic Arts 
Issue Reviewed April 1993 
Memory 1Mb 

Price £29.99 


Definitely EA's best Megadrive-to-Amiga conversion 
yet, DS has you flying a state-of-the-art attack chopper 
around hostile desert territory. It's a thinking man's 
shoot-'em-up basically, with excellent graphics and 
sound and flawless playability. A classic, and actually 
better than its Megadrive inspiration. 
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Flashback 


Publisher US Gold 
Issue Reviewed March 1993 
Memory 1Mb 

Price £25.99 


Flashback is from the French geezers wot brought you 
Another World. If truth be told it's not quite as 
stunning as that classic but it's a close run thing. The 
animation of your character as he runs, jumps and 
fights his way, Prince of Persia like, through the alien 
world is superb. A platform game fan's dream. 


Goal! 


Publisher Virgin Games 
Issue Reviewed June 1993 
Memory 1Mb 

Price £25.99 


The game that would be Kick Off 3 is finally here and 
it's a scorcher! While not as instantly accessible as 
some Of its rivals there's a wealth of option that you 
can toggle on and off to make life easier. In our book 
it's not quite the Sensi beater that some would have 
you believe but it's great none-the-less. 


Gunship 2000 


Publisher MicroProse 
Issue Reviewed July 1993 
Memory 1Mb 

Price £34.99 


Have we had to wait for this one! Don't worry, though, 
it's been worth it. Once again the 'Prose people have 
come up trumps with what is undeniably THE 
helicopter sim on Amiga. Super-fast contoured 
landscapes, wingmen, oodles of firepower and long- 
term challenge make this any flyboy's next 'must buy’. 


Indy Jones IV (Adventure) 


Publisher US Gold 
Issue Reviewed January 1993 
Memory 1Mb 

Price £37.99 


Many consider Indy IV to be the best graphic 
adventure ever and thanks to its superb graphics and 
sound, multiple plot paths and marvellous atmosphere 
they're not far wrong. However, on Amiga the 
enjoyment is marred slightly by extreme slowness in 
places and some annoying disk swapping problems. 


Ishar 2 





Publisher Virgin Games Publisher Silmarils 

Issue Reviewed July 1993 Issue Reviewed July 1993 

Memory 1Mb - Memory 1Mb 

Price £30.99 ‘ Price £29.99 

From Westwood, the people who brought you the N Th Dae oN Se sail. Yet more adventures in Arborea! The game engine has 
equally recommended Kyrandia, comes this, a very % ea } been tweaked and cleaned up here and there, but 
playable and beginner friendly strategy game in the #) —" oe eage as te ts technically it's not that much of a leap over what the 
Sim City mould. Harvest spice, fight rival Houses, He first Ishar offered. All the same it's good, long-lasting 
become ruler of Arrakis and have fun. This is good i N entertainment, even if you can still spend too much 


stuff for strategy buff and novice alike. time wandering lost, wondering what to do next. 


Fireforce Hoi 


Publisher ICE Publisher Hollyware 
Issue Reviewed October 1992 Ie , | Issue Reviewed August 1992 
Memory 512K (ee 7 roar | Memory 512K 

Price £25.99 Price £25.99 


| A super-cute platform jobby that constantly 
astounds, Hoi is a surprise star on the Amiga. 
Help the 'saur through five bloody huge levels in 
| one of the most smoothly playable games yet. 
| With real gameplay variation this looks set to 
become a timeless wonder. 


Yet another blast from the past, Fireforce has 
distinctly Green Beret origins. Who cares where it 
comes from when the end product is this good? 
Violence and more violence (with some distinctly 
realistic throat-slitting) make this horizontally scroller 
a game which you should hide from your granny. 








The Legend of Kyrandia 


Publisher Virgin Games 
Issue Reviewed November 1992 
Memory 1Mb 

Price £29.99 


A graphic adventure in the Monkey Island 2 model. As 
Brandon, your only chance of resuscitating your 
turned-to-stone Grandad is by defeating the mad jester 
Malcolm (the best villain to have appeared in an 
Amiga game yet). Lots of truly gorgeous graphics and 
an inspired player interface. 


Legends of Valour 


Publisher US Gold 

Issue Reviewed December 1992 
Memory 1Mb 

Price £25.99 


LoV uses an amazing graphics engine to generate the 
most realistic 3D environment you ever seen! It gives 
you total freedom of movement in the fantasy 
gameworld and makes this one of the most 
atmospheric RPGs yet! Destined to be hailed a 
classic, you'd be foolish to miss it. 


Lemmings 2 


Publisher Pysgnosis 
Issue Reviewed March 1993 
Memory 512K 

Price £25.99 


Oh yes! They're back! Topping what must be THE 
classic game of the last few years was never going to 
be easy but DMA Design have done a top job. There 
are fifty new abilities to learn (some Lems can even 
fly!) and increased player interacton with the scenery. 
Just as much fun as the original ever was. 


Lionheart 


Publisher Thalion 
Issue Reviewed March 1993 
Memory 1Mb 

Price £25.99 


German coders are on a bit of a roll at the moment, 
what with No Second Prize and now this, a hack-n'- 
slash platform romp. Boasting some of the most 
stunning scrolling parallax scenery you've ever seen 
and tight, addicitve gameplay, this is a terrific title 
that is an essential part of your software collection. 


The Lost Vikings 


Publisher Interplay 
Issue Reviewed June 1993 
Memory 1Mb 

Price £25.99 


The Lost Vikings is an arcade adventure with a 
premise very similar to Gobliiins', i.e. you have three 
characters under your control, each of whom have 
different abilities, and you have to use them in the 
right order to solve puzzles. Fortunately it's far better 
than that game. Indeed, it's one of the best this year! 


Lotus 3 


Publisher Gremlin 

Issue Reviewed October 1992 
Memory 512K 

Price £25.99 


The third Lotus instalment mixes the best of the two 
previous offerings and ends up with a game which will 
satisfy all. With laps or circuits, a variety of race 
conditions and an unusual course designer, 
Gremlin have produced a real winner. You still 
can't wreck the Lotuses, though! 





RECOMMENDED 


ae fb) S 
aN icy 


LALLEAEILY 


A gt 


hk : 





Fea Loe 
Bo ty I) sonny 





Lure of the Temptress 


Publisher Virgin Games 
Issue Reviewed July 1992 
Memory 1Mb 

Price £25.99 


An impressive debut by Revolution, an English based 
programming team, Lure improves over the standard 
graphical adventure by way of its real character 
interaction. The non-playing characters all go about 
their own business, chatting to to each other and the 
like, making this the closest game to real life yet. 


McDonalds Land 


Publisher Virgin Games 
Issue Reviewed December 1992 
Memory 1Mb 

§ Price £25.99 


a Yet another attempt to 'do' Mario on the Amiga, this 


one succeeds thanks to superb playability and some 
interesting twists on old platforming themes. Of 

course it's barely got an ounce of originality but who 
cares when the game's this much fun? Want a great 


“ platform game? You got it! 


Monkey Island 2 


Publisher US Gold 
Issue Reviewed July 1992 
Memory 1Mb 
Price £37.99 


What else is there left to say? The game to end all 
graphical adventures with genuine humour and 
gorgeous hand-painted graphics improves in every 
way over the original (a task in itself). The disk 
accessing is a trifle too much but the overall package 
is one of the best you'll ever see on the Amiga. 


No Second Prize 


Publisher Thalion 

| Issue Reviewed December 1992 
Memory 1Mb 

| Price £25.99 


NSP is arguably the first bike game to actually make 


)j you feel like you're astride a throbbing metal monster. 
| Where it scores most over its predecessors is the 


ease of control the player has over the bike - it's sheer 
bliss! Virtually faultless, it ranks alongside such other 
racing classics as Lotus and F1GP. 


Putty 


Publisher System 3 
Issue Reviewed October 1992 
Memory 1Mb 

Price £25.99 


A high-flyer in the charts - and deservedly so. Putty is 
one of the most original games, let alone platform 
games, to have appeared in a long time. As a tiny little 
blue blob, the player has to slip, stretch and absorb 
his way around auiiaiaais etl ap oe, robots 


Sensible Soccer V1.1 


Publisher Renegade 

Issue Reviewed December 1992 
Memory 512K 

Price £25.99 


Here at The One we don't care what you OR your 

mates say - Sensisoccer kicks seven bells out of Kick 

Off 2. Instinctive control and out-and-out 

addictiveness make it a joy to play, and the improved 

goalies in this revised version have produced a game 
that's near flawless! 


Shadoworlds 

Publisher Krisalis 

Issue Reviewed November 1992 
Memory 1Mb 

Price £25.99 


From the same boys who brought you Shadowlands, 
Shadoworlds re-employs the Photoscape system to 
good effect in this Aliens-inspired RPG. The accent's 
more on action here than the puzzle-orientated 
Shadowlands and arguably suffers for it - shooting 
monsters in half-darkness can get annoying at times! 


Street Fighter 2 


Publisher US Gold 
Issue Reviewed January 1993 
Memory 1Mb 

Price £27.99 


Street Fighter 2 on the Amiga isn't half bad at all. It's 
not as smart as the SNES version, agreed, and die- 


hard fans of the coin-op may be disappointed by some i" 


of the graphical omissions like the lack of parallaxed 
backgrounds, but there's still no denying that this is 
one of the Amiga's better beat-'em-ups of late. 


Superfrog 


Publisher Team 17 
Issue Reviewed April 1993 
Memory 1Mb 

Price £26.99 


Forget Zool - this is the real Amiga 'Sonic-beater’. Like 
all Team 17's games it looks and sounds marvellous, 
but the gameplay is what really makes the game 
shine. From the control through the level design to 
the difficulty, it's all been brilliantly thought-out. You 
won't have had so much sheer fun in a long time. 


Syndicate 


Publisher Electronic Arts 
Issue Reviewed July 1993 
Memory 1Mb 

Price £26.99 


Cross Bladerunner with a Sam Peckinpah movie and 
what do you get? Syndicate. From Bullfrog, this isn't 
perhaps quite in the same league as Populous 2 or 
Powermonger but it's damn fine all the same, 
especially if you like your computer game violence 
gorey and realistic. Dead smart. 
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Troddlers 


Publisher Storm 

meee issue Reviewed October 1992 
” Sees Memory 512K 
a Price £25.99 


A puzzle game which is firmly Lemmings influenced, 
Troddlers adds to the DMA classic by introducing a 


= number of different level objectives. If anything it owes 
eae a little more to Solomen's Key than Lemmings with its 


emphasis on biock manipulation as a means to 
guiding the Troddlers to the level exit! 


Wing Commander 


Publisher Origin 

Issue Reviewed November 1992 
Memory 1Mb 

Price £29.99 


It's the PC-to-Amiga conversion no-one thought we'd 
ever see, but here it is and it's not half bad. It's got 
everything the PC version had and is thus just as 
impressive. Although the 3D can be sluggish at times, 
the superb feeling of actually taking part in a big 
space Campaign pulls you through the occasional lulls. 


Worlds of Legend 


Publisher Mindscape 
Issue Reviewed June 1993 


#1 Memory 1Mb 


Price £25.99 


If you missed last year's Legend then you should make 
for it right now and get this. It's a simply superb RPG 


, se 4 which uses a near-identical control system. It's got 
" my Plenty of action and buckets of atmosphere. If you're 
wae the sort of person who normally cringes in horror at the 


thoughts of RPGs then this will convert you. 


Zool 

Publisher Gremlin 

Issue Reviewed October 1992 
Memory 1Mb 

Price £25.99 


Gremlin certainly cooked up a character to rival even 
Mario and Sonic in this ‘tribute’ to the sad consoles. 
Fast, furious and manic in every way, Zool is a 
statement to industry that the Amiga can perform as 
well as the plastic slabs - and better! There's nothing 
like Zool to impress your mates. 


COMPETITION 


Compo time! As usual there are ten games up for grabs and all you have to do to win one is 
write down the correct answers to the three stupidly easy questions below on a postcard or 
a sealed envelope and send them to: Recommended Compo 8, THE ONE, Priory Court, 30- 
32 Farringdon Lane, London EC1R 3AU to arrive here by no later than August 28th. The 
first ten correct entries we select after the closing date win. Couldn't be easier, could it? Auf 
Wiedersehen, as our European chums say (so long as they're German). 


(1) Which Recommended game has the lowest % mark? 
(2) Which Recommended game has the highest % mark? 
(3) Who's best - David, Simon, Matt or Jenny? Give a short reason, but no smut please. 













As the past two 
or three _ issue 
haven't contained 
much in the way of 
hard, solid facts, burly 
Dave the Ed has instruct- 
ed me to sort it out and 
inform you lot out there 
exactly what's going to be 
in the next issue. And 
because I'm a fairly timid 
chap by nature, I've no 
choice other than to abide 
by his strict instructions. 
if only you knew what a 
complete tyrant he is to 
work for. 

But before we get onto 
the subject of what exact- 
ly will be featured in the 
September issue, I've 
decided to take a slight 
step sideways (oh, here 
we go - Ed.) and discover 
exactly what everyone 
else hopes to be doing 
over the next four weeks. 
Seizing the opportunity 
for a bit of a skive | mean- 
dered around the office 
floor, clipboard and pen 
in hand, to question the 
other people who were 
foolishly beavering away 
on the mag. 

The only way I can 
leave my desk is to the 
right which, coincidental- 
ly, involves brushing past 
Jenny so she became me 
first victim by default. 
“Not working late,” was 
the first thing she said, 
before launching off into 
her typical “I'm so hard 

done by...” mono- 
logue. “And I'd like to 





have a day off, preferably 
next Friday,” she fin- 
ished. You can't say fair- 
er than that, can you? 

Next I stumbled across 
Niki, who's a freelance 
designer responsible for 
all the  heavily-tinted 
pages in the issue. After a 
brief session of swearing 
at me (it’s all bravado, 
really) she informed me 
that she'll be “on a beach 
in Turkey.” Having suf- 
fered my envious com- 
ments, she added, “actu- 
ally that's a lie.” I'm glad 
about that. 

Matt, the girls’ 
favourite, came next, 
replete with several pints 
of Bitter, as he informed 
me that he'll “be enjoying 
the life that one leads 
when you can’t afford to 
eat, go out or enjoy your- 
self in any way.” Quick, 
let’s move on. 

Dave sits almost next to 
Matt and I but there’s a 
marked change in atmo- 
sphere whenever you 
near him. Perhaps _ it's 
something to do with the 
plastic bubble he and his 
servants inhabit. To be 
fair to him he did answer 
my question through his 
entry phone, albeit with a 
bunch of grapes in his gob 
which his slaves had 
recently deposited there. 
“Bloody working here as 
per bloody usual,” he 
informed me, “not getting 
the appreciation or wages 
I deserve and, I'm not 


mentioning any names 
here, Simon, but having 
to work with a bunch 
of..." He's not at all pleas- 
ant, you know. 

So finally onto the 
September issue. It was 
waiting in the wings, 
going through its script 
but it still had time to 
relay this message: “I'll 
be full to the brim with 
hot reviews of Frontier, 
Stardust, International 
Open Golf Challenge and 
Apocalypse, as well as 
loads of others. There will 
also be more CD32 news, 
with a huge preview of 
the games you can expect 
to see on it in the imme- 
diate future. On top of 
that the latter half of me 
will include top tips on 
Abandoned Places 2, War 
In The Gulf, Ancient Art 
Of War In The Skies, as 
well as a Next Month 
page.” 

Blimey. The September 
issue of The One looks as 
if it will get the best deal 
of the lot of us. Typical. 
What it couldn't tell you, 
though, is that I'll be in 
London's biggest comput- 
er games shop, asking 
Amiga owners exactly 
what they think of the 
CD32. So, if you're milling 
around the capital, then 
I'll possibly see you then. 
If not then you know 
where to look next 
month, same time, same 
place. 

Cheers-ears. 





On sale 
August 28th 
You can bet it 
will be 
having a 
great time. 
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